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LECTION OF TOENAIL CLIPPIN 


time to get a new hobby. 


The Ningendo 64 Debuts 2© 


You've seen the system and the con- 
troller, now check out the stunnint 


ower editors mopped inon Tokyo's 
Shoshinkai trade show for an in- 


ed video game system for 1996. 


Earthworm Jim 2 


james for the Nintendo Ultra 64. The 


depth preview of the most anticipat- 
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PLAYER'S DULL 


Responses to our request for dream game ideas contin- 
ue to come thick and fast. Lots of readers want Zelda, 
Final Fantasy, EarthBound and Super Metroid sequels. 
Here are some other excellent, creative and just plain 
weird concepts from our readers. 


Gee, Wished | Had 
Thought of That 


I've got a great idea for a 
game based on/a moviel! It 
stars Jean-Claude van 
Damme and)Raul Juliat It’s 
called Street Fighter. It’s 
action packed and .; wait 
aminute . . . never mind. 
Mike Bruno 
Marlton, NJ 


Painting for a Sequel 
| hope to see a sequel 
to a classic non- 
game: Mario 
Paint!!! A sequel 
with many 
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upgrades to the original 
options and many new 
activities such as color mix+ 
ing; new animation-choices, 
and possibly a few more dif- 
ferent beats to the awesome 
music optioh-Would be 
great! 

Jeremy Devorkin 

Austin, TX 


Book\'Em 


Why notcreate a game 
from a great novel? | sug- 
gesttthe Dragonlance’ 
Saga by Margaret 


+ Bc Hickman for a 


1 new RPG 


because of its 
twisted plot 


Braeclen Shosa, 
Mount Vernon, WA 


and great 
characters! 
This game 
would be a 
tough competi- 
tor.with Square's 
Chrono Trigger and Final 
Fantasy series! 

Cathy Chen 

Plano, TX 


MyHero... Me! 


A game should be made 
going through the inside of a 
Super NES, NES, Virtual Boy 
or Game Boy. Around every 
chip you would face the 
biggest and slimiest villains 
from all of the.top games. 
On top of all that.it could be 
3-D.The goal of my dream 
game is to find the problem 
in the system just like a 
repair guy orgal would. On 
the way through the system 
you could find wrenches: 
and other tools. The hero is 
me, cause | think that most 
Nintendo Power readers 
would love to be ina game. 
Jayne Lorenz 
Syracuse, NY 


Aranda Bowlin 


Get alegoUp 
| was building with my Legos 
and | thought that yourcould 
make a Lego videogame like 
Sim City. You would pay 
small amounts of money to 
buy different-sized bricks to 
build a hotel or house. 
Robert Sharkey 
Bonita Springs, FL 


Flash forward 

A continuation of the 

Flashback game. In my 

opinion, this is the best 

game for the Super NES. 
David Bredehaft 
Lake Charles, LA 


Alternate Umverse 
| have always thought an 
interesting game would be 
an alternate video game 
universe. The basic idea is 
to create a game in which 
characters from one game 
are trapped in another and 
they have to make their way 
back to the real video game 
world in which they belong. 
Dave DellaVecchia 
Philadelphia, PA 


School of Hard Knocks 
I think you should make a 
Super Punch-Qut!!-2pwith 
new challengers and more 
moves forthe player, and 
harder circuits, 

Scott McDonough 

St. Louis, MO 


POWER FALLS 


What's with the wet look, 
guys? Nintendo Power readers 
Kris Roy of Wheaton, Illinois, and 
Phil Black of Hinsdale, Illinois, took 
their Game Boys along when they 
visited waterfalls this summer. 
p That's Kris dripping in front of 
Niagara Falls and Phil next to Angel 
Falls in South America—the world’s 
tallest waterfall! 


Koei’s Aerobiz Supersonic. 
First, lots of extra cities 
could be added. Then, a 
bunch of new planes 
should be added. As an 


om the Past 


| really would like to see a sec- additional feature, the game 
ond Blaster Master game. The would allow you to start 
NES version was awesome, but Frequent Flyer programs to 
its graphics capabilities are way _ increase travel in large 
outdated. cities and hubs. 
Bryon Aspenlieder Joshua Chlapek 
Kalispell, MT Temple, TX 


OATDA FUN OD 
DAVES 


tt 
Action! Roll ‘em! Volume 69 Player's Poll.Grand Prize winner Seth 
Montgomery of Topeka, Kansas; traveled to Orlando, Florida, to be 
an extra on seaQuest DSV, courtesy of NP and T®HQ. The super- 
nice crew treated Seth like a:star, and even gave him his own dress- 
ing trailer! Decked out like an undersea 
farmer, Seth plucked oranges while series 
& star Jonathan Brandeis strolled by. The 
trip was perfect for Seth, a confirmed 
seaQuest freak and aspiring actor. 


Another future Emmy winner of 
America hard at work! 


Mr 
Montgomery! 
You're needed 
on the set!” 


Seth, Jonathan and 
Nintendo Power Volume 


77. Our intrepid reporter 
. informs us that immedi- 
Seth listens to an assistant director. ; | ately after this shot was 
Because the scene was shot out of \ taken, Seth and Jonathan 
season, prop workers had to paint the 4 he i 

green oranges the proper color! tore open the issue to 
find the secret to 999 


1-ups in Yoshi's Island 


) 
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GAME ‘COMPANY 


Ever wonder what's popular with players around the world? Then check 
out our list of the top games in Japan! Meanwhile, Killer Instinct remains 
firmly atop the Power Charts, thanks to your votes in the Player's Poll 
Contest. Be sure to make your voice heard by sending your entry today. 
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C1_ KILLER INSTINCT 


intendo 


C2 2_CHRONO TRIGGER { Square So So ft 
| (3 DONKEY KONG COUNTRY 2: ) 


CDIDDY’S KONG QUEST = Nintendo 


5. SUPER MA 


5 SUPER MARIO WORLD 2: : 


6. DOOM (NUI64) 
7. VIRTUAL BOY 


| 
aH 4 MORTAL KOMBAT 3 | Williams = 


8. MORTAL KOMBAT 3 
9. DONKEY KONG COUNTRY 2: 


DIDDY'S KONG QUEST 


10. WWF WRESTLEMANIA: 


THE ARCADE GAME 


YOSHI’S ISLAND © Nintendo 
6 THELEGEND OF ZELDA: 
ALINK TO THE PAST Nintendo 
7 DONKEY KONG COUNTRY Nintendo 
8 SUPER METROID | Nintendo 
9 FINAL FANTASY III | Square Soft 8 
10 SECRET OF EVERMORE | Square Soft: 


Tl EARTHWORM JIM 2 | Playmates 


12 WWF WRESTLEMANIA: 


THE ARCADE GAME Acclaim: i 
13, DOOM Williams ; 17: 6 
14 SUPERMARIO KART _| Nintendo i i ! 
15_NHL ‘96 _ASports (2_DONKEY KONG LAND = Nintendo 2 
16 KEN GRIFFEY JR. i i 5 H 
A HE nee (3_ KILLER INSTINCT "Nintendo | 5 


17 MORTAL KOMBAT II 


i Acclaim 


4 MORTAL KOMBAT 3 
5 WARIO LAND: 


_ Wilts | New : 


18 CIVILIZATION 
19 EARTHBOUND 


SUPER MARIO LAND 3 
6 METROID Il: RETURN OF SAMUS 


20 MEGA MAN X3 


7 SUPER MARIO LAND 2: i 
: Nintendo : 


6 GOLDEN COINS 
8 _DEFENDER/JOUST 
9 NBA JAM TOURNAMENT EDITION 
10 _KIRBY’S DREAM LAND 2 
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Nintendo : 
Nintendo : 
| Nintendo No Ranked 6 


1__WARIO LAND | Nintendo | 4 

2_ GALACTIC PINBALL i Nintendo : 2 

3 GOLF i Nintendo i New : 1 
4 MARIO’S TENNIS i Nintendo . Pia 
5 RED ALARM Nintendo | 5 : 3 
So 
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Chrono Crazy 


| would like to know if you 
will publish a Player’s Guide 
for the hit RPG Chrono 
Trigger. | think it would really 
help players get through this 
massive game. | really look 
forward to buying Chrono 
Trigger when it makes 
its way to video 
game stores, although 
I’m not exactly an 
RPG fanatic. The 
characters designed 
by Mr. Akira 
Toriyama look very 
cool. Also, the 
game's graphics are 
really impressive. | 
visited a friend playing a 
Japanese version of Chrono 
Trigger. What | saw was 
detailed backgrounds and 
character graphics, not the 
block backgrounds and pixel- 
like characters in traditional 
RPGs. Oh, and | LOVE the 
battle scenes. Not that | love 
violence, but the weapon 
and tech attacks (especially 
Crono’s Cyclone Attack) look 
just superb, To sum it all up, | 
would say that | WANT 
CHRONO TRIGGER! 
Peggy Wong 
Scarborough, Ontario 


off the presse 


one up at most 


»roducts or 


to merit their own icon. It’s 


ing the kind of like making an icon 
for games with Mario in 


them! | think’s its safe to 


ick of this 


assume that if you make a 
game completely out of 
polygons, people are going 
to know it’s an FX chip 


Chip5 
| hate to break it to you, but 
you don’t need a Super FX 


game. 
Gavin Harman 
Ontario, Canada 


G “AM I c 
COUNSELOR 
1-900-288-0707 
1-900-451-4400 
(1-206-883-9718 THD) 


effects, nday 


Intriguing point, Gavin, but 


did you know that creative 


game-clesigners put the 
Super FX chip to ot 
For example, in Yoshi’s 
Island, the Super FX chip 
allowed Mr. Miyamoto and 


r USES: 


chip icon in your Head to his team to make the huge 
Head table in Now Playing. 
The fact is, Super FX games 


just aren’t common enough 


bosses and morphmation 


play pulse.UN a 


EDITOR’S CORNER 
Notice some changes in Player's Pulse this month? 
Starting with this issue, we're boosting the number of 
Pages dedicated to your letters and art from two to 
three! All the credit for this improvement goes to our 
readers. So many of you wrote in asking for a bigger 
Player's Pulse that we said, “What a brilliant idea!” 
We’re especially happy to be able to print more of your 
artwork. There’s no doubt in our minds that Nintendo 


Power readers are an incredibly talented and creative 
bunch! We also decided to put Power Charts right in the 
middle of Player’s Pulse because our readers are heard 
loud and clear in both sections. You make your voice 
heard by writing in to Player's Pulse and by voting in 
the Player's Poll at the back of every issuet 


What do you think of the changes we've made to Ni 
Nintendo Power for ‘96? 


Thit intvepid invertebrste is hick dnd squitwiey 
thin ever in Shings 10-st7ye sequebe¢® 19945 
swish hit. Jiws Legions Ofefans will try “We sre 
not worthy OF yOu!” JPter Grabhing J glimpse OF 
his spiced-Out new ddventurest 


Allcharacters and related indica arg trademarks of Shiny Entertainment, Inc.® 1995 Playmates 
Interactive Entertainment. 


Shiny kept the terrific features of Earthworm Jim 1 id/this much- 
anticipated sequel. The richly detailed backgrounds, buttery 
smooth animation and, best of all, demented ‘humor are 
back. EWJ 1 fans will recall that with 
the aid of his super spacesuit, Jim 
rescued the gorgeous Princess 
What's-He@Name from the 
clutches of that intergalacti 
bounty hunter, Psy-Crow. Th 
go-round, Jim has successfu 


; not to mention mayor of Carmel, California! Seeking — | 
» _ the throne for himself, Psy-Crow nabs the princess and | | 

senting wedding. Jim must pursue the beastly bird and 
his gorgeous captive through some of the weirdest planets 
in the video-game universe. 


2 Py 
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The gan#down at Shiny practically had to use a crowbar to arsenal includes the useless but way cute bubble gum and 


cram all the new goodies into this game! The wondrous worm- the wide-angle three-finger gun. Instead of remembering 
guy will go excayating.in a mine, herd a balloon and save tum- passwords, all you need to do is grab a worm flag, earth 
bling puppies with a giant marshmallowsNew artillery. in Jim's flag, Jim flag and television in each stage. 


MINE, OH MINE. 


Jim finds himself deep underground, but fear 
not. After all, worms like dirt! His truly amaz- 
ing plasma blaster becomes a combo dirt dig- 
ger/maggot masher. The earthworm will move 
lots of dirt as he winds his way to fresh air. 


This go-round, Pete travels to Nowhere City 
in a bid to rescue his precious pups from that 
cruel dog-tosser, Psy-Crow. Pete’s still playing 
his Jekyll-and-Hyde routine. If four of Pete’S 
pups go splat, he'll transform into a ravenous, 


worm-eating bowser! 


0 BOOM 0p) 


Major Mucus rules his planet with a slimy/fist, = 
butsjim decides to pick a fight anyway Our beets 
heroyjumps aboard his trusty pocket rocket sol 
and fucdges a balloon bomb to the Majors 
crater. 


Jim decides to eliminate the middleman 
and become a balloon himself. He gets a 
swelled head while infiltrating the Circus of 
the Scars, run by his familiar foe, Evil the 
Cat. Step right up! See the Elephant Man! 
Try the shooting gallery! Ride the Tilt-a- 
Whirl! Lose your lunch! 


J 1 fans will recall Bob, the goldfish with the personality 
a piranha! Along with his hulking hench-cat, #4, Bob likes 


Brab a 1-up with the help of Jim 

pal, Snott, who's hitching a ride i 
Jim’s backpack. From the start pi 

head to the right until a slimy bra' 

is within reach. Now go left wt 
pressing the B Button twice. Snott w 
shoot out and grab the ceiling 
Continuing his leftward journeysiim 
should keep up the Tarzan adé until 


grabs the 1-up, 
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LASMA 


“PLENTY OF 


Whoa there, pardner!\Don’t be so hasty to 
reach the end of this stage. Instead, jump 
onto this ledge to activate. a circle of stars. 
Go back a few steps towafd the pig scale. 
You'll find four plasma-blaster, icons, worth 
1,000 rounds of ammo! 


/J 2 is full of hidden triggers, and we're not just talke 

g about the ones activated by Jim’s itchy finger. A cir- 
cle of stars will appear briefly after Jim drops to this 
pedestal. That's always a » that something good has. 
happened. Jim should head back by the overhead route 
he just took to find a super suit power-up. 


2 WORM JIM 1@) 


Halfway across the bar at the top of the’ granny lifts, 
let go and press the Y Button to activate Jin¥S paras) 


chute. Float down and to the left to home in on these” 


granny — appears 
and right at 


~ the second. For the 


next three, press left, 


right and left. 


SIN YdNs 


ié innovators at Shiny plow another new path in game play. Here, Jim uses his 
ma blaster to dig out of a very deep hole. He can climb mounds of fallen dirt 
leap up. The dirt can also douse flames spurting from the gas pipes. Time’s a& 
isting, though. Snag a stopwatch or Jim will lose serious energy! 


on the pipe opposite the flame. Jump, then 
Byerse in midair to grab the pipe just above you. It 
Heads to this 1-up. Parachute off the far end of the 
pipe. Avoid the flame and grab this worm flag-up 
and a super suit 
power 2-up on 

your way,dowiil 


lunch a chip butty, to boost Jim’s energy to 200 
percent! You shouldijhave lots of time at this 
int, so hold off on grabbing the stopwatch. 
icon below. Instead, head right and climb tothe 
ond ledge. Snott swing to the chip butty, then 


@ unrenoo ower 


This Unicycling fool tosses off itty-bitty 
Maggots and tries to swallow Jim whole. 
Stand back and zap him with everything 
you've got. When he cycles near, leap 
over him and shoot him again from the 
back. liquidate this lethal larva as soon 
as possible. You'll need to save your 
en for the next ge. 


All the attack-ants in this section will deplete your 
energy. That means one thi chip butty time! 
Jump and spin to get to the pipe on the left, then 
dash,to th t and parachute off. Drift down to 

Once‘ you have 200% 


energy, you can save 
time by skipping the 
_ extra-energy icons on 
| your path. 


fe 


EARTH] © 


2 
ey 
EY 
= 
a 


fow has hightailed it to Nowhere City, 
he’s tossing Pete’s 600 puppies out the 


it marshmallow to bounce them t 
in’E miss, or Pete will take revenge o' 
worm-hide! Defuse Psy-Crow’s ma 

three bombs to Pete. Ai 


’t forget the password flags! 


through ad 


trigger finge 
a good feel for the controller in this 
n always stop, Sally constantly drifts with th 


pinball 
arth flag 
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Pirate ships, flying sumo wrestlers and giant blobs of green goo guard the 


route to Major:Mucus’ hole in the slime! Riding his pocket rocket, Jim will 
have to shove a floating bomb toythe major) thenwblow, it up! While en 


wipe out all catapults on- 
screen. When nearing the 
Mucus manse, shove the 
balloon-bomb off the bot- 
tom of the screen. Tt will 
avoid the space-brooms and 
circle back to the majoi 


pain-in-the-nose. 


rectly for a power-up! Be warned, though, that even a Nobel Prize wit 


ner wouldn't understand some of the wacked-out questions 


Afterward, drop through the floor. Correctly 4 


repeat the sequence of 
flashing bumpers to 
win an ocean of 
prizes. The best part is, 
you don’t have to listen 
to obnoxious _ patter 
from a game-show host! 


CAN you gus your. 5 
ato pat your HE 


ves 
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Fiendish alien invaders are using their technical superiority to beam up bovines. But Jim, the ever-gallant 
worm, won't let these guernsey-grabbers get away with their mad plans. Jim will have to corral the cows 
and lug them to the safety of nearby barns. His friendship with animals.stops when.vicious penguins cross 
his path. Jim will also have to watch out for killer coffins and clése encounters of the udder kind! 


After passing the first continde sign, drop 
down to a cow-sprouting plant. Green 
slime will be dripping from the rock for 
mation on your left. Snott swing to the left 
to grab some serious artillery. The next gun. 
power-ups seem to be just out of reachy 
Blaby the slight bump in the field, then 


ler you drop off the last cow, go 
your left and drop down to.the 
itinue sigh. Now’s the time to say, 
Snott, old buddy, old pal,” and 
your B Button twice. Your old pal 
help you arc gracefully to the 

, Where you'll find more ammo, a 
suit power-up and a password 


@) snrenvo rower 
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to get his footing on a mountain of documentation. Then it’s time to chow down 
on Level Ate, the planet of char-broiled steaks and picnic utensils. Finally Jim 
reaches Cupid Cathedral, the 24-hour church and deli where Psy-Crow plans to 

Name. Will our hero tri- 


ome through? Can the 
gang at Shiny cram any 
more jokes into the 
anual? (Doubt it.) To 
ind out, you'll have to 
ine jn to this action- 
acked sequel your- 
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= =e THE SHOW 
gg ain ut ar GOES ON 


evealed in all of its glory for the first 
time, the Nintendo 64, Japan’s version 
of the Nintendo Ultra 64, debuted at 


Shoshinkai/Space World over Thanksgiving 
weekend, 1995, to a dazzled, international 
audience. The first playable game, tentatively 
called Super Mario 64, showcased the vast 
potential of the 64-bit system. Nintendo Power 
Source brought you the first photos and news 
live on-line from the show. In this article, 
Nintendo Power goes in-depth, revealing all of 
the details available for the Nintendo 64 and 
the 13 games demonstrated at the show. We 
also go behind the scenes with Shigeru 
Miyamoto and Takashi Tezuka of EAD 
(Entertainment Analysis & Development), bet- 
ter known as the brain trust of Nintendo's pre- 


You’ve heard 
about the light at 
the end of the tun- 
nel? The debut of 
the Nintendo 64 in 
Japan appeared more like a super nova explod- 


mier game development group. In addition to 


ing in your face. Everything we wanted, every- that, we have exclusive information on the 
thing we hoped to find, everything we dreamed Nintendo 64 disk drive plus a rundown of the 
about in the ultimate video game system was best Super Famicom, Virtual Boy and Game 
there at the Shoshinkai/Space World show, and Boy titles that also debuted at Shoshinkai. 

so were we. Now it’s your turn. Join us for the But first, a little background. Shoshinkai is 
first in-depth look at the future of video games an annual exhibition sponsored by the distribu- 
with photos, reviews, interviews and more news tors of Nintendo products in Japan. Although it 


is similar to a CES or E3 here in the U.S., the 


direct from Japan. It doesn’t get any better : ; 
show is always limited to Nintendo products 


than this. 


@ NINTENDO POWER 


Traditionally, Shoshinkai has been the 
forum Nintendo has used for introducing 
new products. The show is attended by 
distributors, developers, third-party pub- 
lishers and press from around the 
world. Following the one-day 
Shoshinkai event, the giant conven- 
tion hall in Makuhari turns into a 
circus called Space World, which is 
open to the public. Thousands of 
excited gamers stream out of the 
Keiyo Line trains from Tokyo to spend 
a day or two with the latest Nintendo 
games. For gamers, during the three days of 
Shoshinkai and Space World, this is the only 
place to be in the world. 


BITES 


ere, in one dense paragraph, 

you'll find all of the essential 
@ sound bites you'll need to 
impress your friends (and dismay Sega 
and Sony owners) about the Nintendo 
64 and Shoshinkai. Bite 1: 
Mr. Yamauchi, President —_ of 
Nintendo Company 
Ltd., announced in 
his speech that the 
Nintendo 64 would 
be released in Japan 
on April 21st at a 
price of 25,000 Yen. 
Bite 2: In a tele-con- 
ference on the fol- 
lowing day, Howard 
Lincoln, Chairman 
of NOA, confirmed 
that the NU 64 
would sell for under 
$250 when it is 
released in the U.S. Bite 3: Thirteen games 
were demonstrated at the show, including two 
playable demos. Highlights of eleven of the 


games appeared only on looping video tapes, 
but even these sneak peeks held some won- 
drous images. Bite 4: A memory card for the 
controller was revealed for the first time. 
Although the final memory size of the card 
had not been determined at the time of the 
show, its function was clear. Using the memo- 
ry card, which will be sold separately, you can 
save a game in progress and continue play on 
any Nintendo 64. Bite 5: Mr. Yamauchi 
announced that the read/write drive accessory 
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“,..Super Mario 
64 showcased 
the vast poten- 
tial of the 64- 
bit system.” 


for the Nintendo 64 would debut in 1996 at 
Shoshinkai and that one of the first games 
would be The Legend of Zelda 64-another 
temporary name. 


THE PLATFORM 
& THE GAME 


. p until the opening of the doors on 

| Friday, November 24th, at the 

te Makuhari Convention Hall in Chiba, 
Japan, the Nintendo 64 was an enigmatic box 
symbolizing the hopes and fears of gamers 
around the world. Everyone hoped that, once 
opened, it would be as incredible as Nintendo 
promised, but not everyone was convinced 
that a $250 video game system could live up 
to the hype. 

The machine incorporated some of the 
most advanced computer technology: MIPS 
64-bit RISC CPU, SGI Reality Co-Processor, 
Rambus D-RAM. The specs looked awesome, 
but specs can be manipulated and competi- 
tors may try to put their own spin on the specs, 
making people question their importance. 
What was missing to define the hardware was 
a game, something that you could actually 
play on the Nintendo 64, a game that would 
leave its competition back in the dark ages of 
32-bit architecture. 


VOLUME 80 @ 


ws 


“a new 
type of 
game, as 
distinctive 
as platform 
games but 
infinitely 
more vari= 
able and 
realistic.” 


@ sren00 power 


That game turned out to be the biggest sur- 
prise in Nintendo history, and the best kept 
secret. Rumor had it that Shigeru Miyamoto 
was working on a Mario game, but hardly 
anyone outside of Nintendo had a clue as to 
the kind of game that was in development in 
Kyoto. They wondered 
how Nintendo would 
make use of the power of 
the Nintendo 64. As it 
turns out, that was 
entirely the wrong ques- 
tion. The truth is that the 
game, Super Mario 64, 
shaped the Nintendo 64 
hardware more than the 
hardware shaped the 
game. In a candid dis- 
cussion with Nintendo Power, Shigeru 
Miyamoto revealed that he began thinking 
about Super Mario 64 five years ago during 
the initial 3-D work on Star Fox. As the shape 
of this new game sharpened in his imagina- 
tion, the need for better hardware to run such 
a game became apparent, and the seeds for 
the Nintendo 64 were sown. The beauty of 
this approach to developing software and 
hardware jointly is that it is a synthesis of cre- 
ative and technical talent. An 
engineer might know how to 
get a graphics processor to 
perform miracles, but only 
the game designers and 
artists can tell him) which 
miracles are worth perform- 
ing. 

The defining contribution 
of Super Mario 64 may not 
be that it drove the develop- 
ment of the Nintendo 64, but 
that it has created a new type of game, as dis- 
tinctive as platform games but infinitely more 
variable and realistic. In a single, brilliant 
stroke, Miyamoto and his team created a new 
standard. Previous games such as Doom, Myst 
and Alone In the Dark just scratched the sur- 
face of 3-D gaming environments. Either you 
blasted everything in sight, solved abstruse 
puzzles, or did a combination of both. In 
Super Mario 64, Mario roams freely through- 
out an interactive environment, discovering 
wonderful places and dangerous enemies. 
Imagine the richness of Yoshi's Island game 
play in the most impressive 3-D world ever for 
a video game and you'll get at least some idea 
of what Super Mario 64 has to offer. Recently, 


game critics have been wondering if game 
development will ever move on from standard 
platform action, tournament fighters and first- 
person perspective shooters. The answer, now, 


is that it has. THE 
CONTROLLER«@ 


uper Mario 
| $ | 64's contri- 
bution to 


the development 
of the Nintendo 
64 didn’t stop 
with setting 
requirements 
for 3-D graph- 
ics and high- 
speed com- 
puting power— 
it also dictated 
that a special 
new controller 
would have to 
be created. It 
should come as 
no great surprise 


that the Nintendo 64 controller feels as if it 
were made for Super Mario 64. It was. Control 
of Mario has never been so precise, and Mario 
has never before had so many abilities to help 
him combat Koopa’s plots of Mushroom 
Kingdom domination. The world’s favorite 
plumber has added climbing moves, aerial 
flips, and a helicopter spin to his athletic 
repertoire, but the most impressive moves 
come from use of the Nintendo 64’s 360" ana- 
log Control Stick. How do you run in Super 
Mario 64? Press the Control Stick as far as it 
goes in the direction that you want Mario to 
run. Off he scampers. But if you want Mario to 
edge forward slowly, move the Control Stick a 
short way in that direction and he'll cautious- 


ly put a toe out. It’s so simple that business- 
men who never play video games were 
hooked instantly by the action. 

In addition to the cool Control Stick, ten 
buttons on the Nintendo 64 controller offer a 
wide range of play control. The four buttons 
on the right side of the controller have been 
dubbed the C buttons. In Super Mario 64, the 
C buttons control camera movement. Each C 
button-Up, Down, Left or Right-switches the 
camera perspective. In a 3-D world, you can 
lose your character behind objects if you 
just follow along behind. By swinging the 
camera perspective to the side or above, 


he most 
impressive 
moves come 
from use of 
the... 360° 
analog Control 


Stick.” 


or by zooming out, you can regain visual con- 
tact with your hero in time to avert disaster. 
The Left and Right Triggers on either side of 
the controller work like the Right and Left 
Buttons on the Super NES. The large A and B 
buttons control main functions, such as jump- 
ing and throwing objects. Depending on the 
game, these buttons may have multiple func- 
tions. For instance, in Super Mario 64, Mario 
can helicopter spin if you push the A button 
while he is in the air. The Start button is basi- 
cally the same as any start button. The Z 
Trigger is hidden beneath the controller, but it 
is one of the coolest features of the new unit. 
It can be used for firing weapons, activating 
motions or other options as designated by the 
programmer. As for the cross pad on the left 
side of the controller, Shigeru Miyamoto con- 
cedes that it is there, in part, in case people 
don’t feel comfortable with the Control Stick, 
although it could be used for other functions. 
Since the Nintendo 64 console has four built- 
in controller ports, multi-player games should 
be a mainstay of the system. An additional 
port in the back of the console can accommo- 
date a fifth controller or another i/o (input/out- 
put) device. 
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THE DISK DRIVE 


uring his speech at Shoshinkai, Mr. 
'D | Yamauchi described the need for a 
high-speed, mass volume memory 
device without the limitations of CD-ROM. 
“ROM,” he explained, “means Read Only 
Memory. All it can do is read data. But what 
if you had a storage medium that also 
allowed you to write in data? With such a 
device, you could make an entirely new kind 
of game.” That new kind of game will debut 
this coming fall when the first games debut at 
the next Shoshinkai, but Nintendo Power can 
now reveal the first details of the new mag- 
netic disk system. The 64DD, as it is being 
called at this time, makes use of a high-densi- 
ty magnetic disk capable of holding 64 
megabytes of information, or about eight 
times the amount of data that cartridge-based 
Nintendo 64 games regularly will hold. The 
Seek time of the drive averages 150ms com- 
pared to about 212 ms for one of the newest 
six speed CD-ROMs or 320ms for double 
speed CD-ROMs. (The lower the number, the 
faster the seek time.) Data transfer speed on 
the 64DD is approximately 1 megabyte per 
second. A six-speed CD-ROM only manages 
900KB per second, while the common dou- 
ble speed CD-ROM pokes along at 
300KB/second. But by far the most significant 
fact about the 64DD is that it can be written 
to, not just read from. Uses may include cus- 
tomization of games, creativity programs 
such as 3-D Mario Paint, and a 
means to download games and 
programs from network 
or satellite sources. 
The flexibility of the 
system is its great- 
est strength, mak- 
ing it the perfect 
complementary 
device for the 
ultimate game 
machine. 
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Suys 
Nintendo Power sat down 
with Shigeru Miyamoto 
and Takashi Tezuka for an 
hour and half during the 
show. Over that time, the 
two creative giants talked 
about their involvement 
with Super Mario 64, the 
Nintendo 64 hardware and 
future projects. They also 
revealed some of their phi- 
losophy of game design 
and the often outrageous 
sources for new game ele- 
ments. 


ost gamers instantly 
recognize the name 
of Miyamoto. The 


creator of the Mario and 
Zelda games is the most ven- 
erated figure in the video 
game world, but for all of his 
fame, he continues to be one 
of the most personable men in 
the industry, relaxed, humor- 
ous, but thoughtful and 
always open to ideas. In fact, 
after answering our string of 
questions, Mr. Miyamoto plied us with 
his own questions about American 
gamers. He is intensely interested in what 
Americans want in games. 

Takashi Tezuka may not be as well 
known as Miyamoto, but his work shows 
much the same type of genius and atten- 
tion to detail. On Yoshi's Island, Tezuka 
had the hands-on control as director of 
the game's development while Miyamoto 
managed the larger issues as producer. 
For Super Mario 64, those roles were 
reversed, and the two men will also work 
together on The Legend of Zelda 64. 

Power: “When did you begin work on 
Super Mario 64?” 
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Miyamoto: “I first had the idea to do a 
3-D Mario game when | was working on 
Star Fox. That was five years ago. | had 
always wanted to do a game that recreat- 
ed an entire world in miniature, like 
miniature trains. When | saw what could 
be done with 3-D modelling on the Star 
Fox game, | knew we could do much 


more. Super Mario 64 as you see it here 
(at Shoshinkai) is about 50% complete 
but only 20% mapped out. We have 
worked on this game for a year and a 
half, but design work on the game con- 
cept began a year before that. During 
that time, we shared ideas with the 
hardware design people.” — (Mr. 
Miyamoto later pointed out that the 
early development of any game takes a 
great deal more time than the final por- 
tion. When asked if the game would be 
completed by April, he said they would 
be finished in plenty of time.) 

Power: “Do you find that game ideas 
drive new technology or is the opposite 
true?” 

Tezuka: “Hardware technology is very 
important, but if we rely too much on the 
hardware and not enough on ideas, you 
won't make games. You'll have demon- 
stration software. New technology can 
make things more interesting. For exam- 
ple, the Nintendo 64 can produce 
advanced images, but if that’s all we 
emphasize, the game will be boring. The 
problem we face is how to use advanced 
technology to enhance game play. The 
technology is just a tool for the expres- 


sion of ideas.” 

Power: “Is there a philosophy that 
guides your game development?” 

Miyamoto: “In Super Mario 64, | 
wanted to include more details. The 
ideas we use in the game come from 
real life, but they may not seem so. In 
the process of including an idea in a 
game, we often change it many times 
before reaching the final version. For 
instance, during the development of 
Super Mario 64, Mr. Tezuka got an idea 
about putting his wife in the game. His 
wife is very quiet normally, but one day 
she exploded, maddened by all the time 
he spent at work. In the game, there is 
now a character who shrinks when 
Mario looks at it, but when Mario turns 
away, it will grow large and 
menacing. This is the image he 
got from his wife and we 
thought it would be great in 
the game.” 

Power: “How does your 
wife feel about this?” 

Tezuka (laughing with a 
shrug): “She knows.” 

Power: “What is the most 
important thing that you can 
achieve with the Nintendo 
642" 

Miyamoto: “Before, in ear- 
lier games, we couldn’t show 
the entire game world in detail 
and we couldn’t convey all the 
emotions of the characters. 


Now, we can do that on the Takashi Tezuka, left, and Shigeru Miyamoto, right, talked with Nintendo 
7 Power about exciting, upcoming games for the Nintendo 64. 


Nintendo 64. I’ve always want- 
ed to create realistic experiences, full 
experiences such as you or | could have, 
but in exciting worlds.” 

Power: “How will The Legend of 
Zelda 64 and other games make use of 
the 64DD?" 

Miyamoto: “It’s too early to say much 
about the Zelda game except that Mr. 
Tezuka and | will be working on it after 
we finish Super Mario 64. Right now, it 
is only a demonstration. But the 
read/write disk in general terms gives us 
the ability to create software tools that 
the player can use. For instance, games 
such as Mario Paint or SimCity, these 
can be customized and saved. We might 
make a 3-D painting system, like Mario 
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Paint, but in 3-D. In some games, you 
could change backgrounds and other ele- 
ments. You can also back games up. The 
3-D Stick gives you such good control 
that you don’t need a mouse.” 

Power: “Does the 64DD turn the 
Nintendo 64 into a sort of PC?” 

Miyamoto: “We think that the 
Nintendo 64 will be better in every 
respect than PCs. We were plug-and-play 
long before the PC (market) ever heard of 
such a thing. And since we use a TV mon- 
itor for display, we don’t need extra hard- 
ware for running movies and such 
things.” 

Power: “People still ask, why not use 
CD-ROM?” 

Tezuka: “For games, you need backup 


and flexibility. CD-ROM doesn’t have 
that but the 64DD will. We aren't making 
movies, so we have chosen the disk sys- 
tem instead of CD-ROM.” 

Power: “Did you help design the con- 
troller, too?” 

Miyamoto: “Design of the controller 
began at the start of the process to create 
the Nintendo 64. We knew that we want- 
ed characters to be able to move in the 3- 
D world in certain ways, and that deter- 
mined what the controller had to be able 
to do. So yes, we were involved from a 
gaming point of view.” 

Power: “How much of the game is fin- 
ished?” 

Tezuka: “About 20% of the mapping 
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has been completed, but about 50% of 
the entire game is ready. Currently, we 
have 32 courses, but the final version 
may have more. Maybe 40 courses. That 
doesn’t include bonus areas, of course.” 
(Big smile. They aren’t giving anything 
away, yet.) 

Power: “What can you tell us about 
Mario Kart 64 R?” 

Miyamoto: “Many improvements over 
the Super Famicom version. We didn’t 
want to show the game here, though, 
because the improvements in game play 
have not all been added yet. It looks very 
good, but it doesn’t play much better than 
the original so far. That will come. When 
it is finished, it will have many new 
options, more items, excellent control, 


“We aren't 
making 
movies, so 
we have 
chosen the 
disk (64DD) 
system 
instead of 
the CD- 
Rom.” 


four-player modes, including 
ghost mode and maybe even a 
four-player battle mode, which | would 
like very much.” 

Power: “What is your role in the devel- 
opment of games such as Pilotwings 64 
and Buggie-Boogie 64?” 

Miyamoto: “We are working together 
with some of the finest artists and program- 
mers in the world on these games. My role 
is to oversee the project and direct it where 
| feel it should go if | see something lacking. 
I have great respect for their technical capa- 
bilities, and they have respect for my abili- 
ty to create games. It is a very good combi- 
nation. It is more removed from the role | 
have on Super Mario 64, where I’m so 
close to the game, but | am happy with the 
results we have seen.” 
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super Wario 64 


ears from now, gamers will look 
back at Super Mario 64 as one of 
the games that defines a new era 


of gaming. This is the giant leap in game 
evolution that Nintendo has promised for 
the Nintendo 64, the reason why people 
will want to buy a new video game sys- 
tem. What sort of game is it? It can’t be 
defined in terms of previous games, but it 
has elements taken from throughout the 
rich history of video games. It is a free- 
form, 3-D adventure with power-ups, real 
time fighting, brain teasers and mazes, 
exploration and story elements, plus a 
wonderful mix of play modes and bonus- 
es, which is all you expect from a Mario 
game and then some. Wrap it in the finest 
3-D graphics ever seen for a video game 
and you have something extraordinary, 
exceeding even the finest arcade games. 
So much for the glowing tribute. What you 
really want to know is, “What is it like? 
What's in it? What makes it different?” 

In a word, Super Mario 64 is fun. You 
get to do things with a character that 
you've never done before. For instance, 
you can hide behind things. In one area 
filled with Boos, Mario can jump up into a 
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tree (rattling the branches as he lands) and 
hide. You can circle around objects, look- 
ing at them from different sides. And since 
this is a Mario game, you may discover 
that many things are not what they seem. 
A hill is an entrance to a new world, a 
stone is a ladder to another level. As in 
previous Mario games, players will have 
to explore the 30 to 40 stages using their 
imaginations. 

Only 20% of the game was mapped 
out for the Shoshinkai version, but even 
so, we saw many areas. The opening 
world consists of a castle and grounds sur- 
rounding it. Although the main part of the 
game lies within the castle, from which 
you warp to many other places, you can 
explore the countryside surrounding the 
castle, as well. For instance, you can jump 
in the moat surrounding the castle and 
swim around, looking for hidden treasures 
or just for fun. The amazing thing is that it 
is fun just to mess around, whether it is 
swimming or climbing trees or whatever, 
because the play control and animation 
are so realistic it's like being in another 
world. 

Inside the castle, Mario discovers warp 


zones behind closed doors. Once Mario 
steps into the warp, he is transported to 
another place or course. The object is to 
pass through every course, finding all of 
the secrets along the way. In the first 
course alone, you climb a tower, slide into 
a pool, dodge Thwomps, battle a giant 
Piranha plant, discover a hidden cannon 
(that switches you to a first-person, can- 
non-aiming mode before blasting Mario 
up to a flagpole), and more. Behind door 
number two, Mario is warped to an icy 
world where a mother penguin protects a 
brood of baby birds. The course contains 
a series of ice slides that carry you ever 
downward, but you must look for hidden 
surprises even on a bonus slide that’s like 
a giant luge run where 
Mario must collect 
coins. Another world 
contains a courtyard of 
Boo Buddies, and 
another features hot 
lava bubbling beneath 
a grid and_ shifting 
islands where Mario 
must jump with preci- 
sion. 

The story for the 
game is still in develop- 
ment, but Mario is the 
main character and 
Bowser appears as the 
arch-nemesis. Mr. 
Miyamoto says that 
Yoshi doesn’t show up in this game. One 
surprise is that Mario has more strength 
than ever before. In fact, he has the 
strength of eight plumbers. A new power 
meter with ratings up to eight give Mario a 
fighting chance against the enhanced, 64- 
bit enemies who now haunt his steps. 
Power-ups refill this circular meter to keep 
Mario in the game. Players can bring up 
an inset map, as well, to check on Mario's 
position and make strategic decisions. 

Mario is a 3-D figure created from hun- 
dreds of texture mapped polygons, but he 
doesn’t have the blocky, sharp-edged look 
of a Virtua Fighter, At the closest camera 
zoom, Mario consists of 1500 polygons. 
Since the Nintendo 64 is so powerful, the 
large number of polygons doesn’t effect 


OUTomt siAHows 


rendering speed and, the screen can be 
filled with equally detailed backgrounds, 
objects and enemies. We noted five or six 
enemies as large as Mario moving about 
the screen at once. In addition to the solid 
objects, the shifting lighting effects and 
shadows that appear in the game are some 
of the most impressive computer generat- 
ed effects we've ever seen. Imagine a 
game as realistic as the Toy Story movie, 
that you actually control. 

Speaking of control, Mario runs, walks, 
jumps, squats, whirls, slides, swims, 
climbs, flips, soars, waves his arms and 
hoots with joy. The Nintendo 64 controller 
is perfectly adapted to Mario’s range of 
motion. The Control Stick guides his 
movement and speed through 
360° while the jump button 
sends him bounding into or 
out of trouble. He can pick up 
objects using the B button, 


alter the camera view using 
the four C buttons and bring 
up the inset map with the Left 
and Right buttons. Control is responsive 
and smooth in every situation. The only 
element that can throw you at first is the 
necessity of changing camera angles in a 
3-D world from time to time. 

Even the title screen of Super Mario 64 
is fun. As a means of learning how to 
manipulate the Control Stick, players can 
mess with Mario on the opening screen. It 
may look as if Mario is simply waiting to 
get started on the game, but you can pull 
or tweak his nose in 360’ and elicit differ- 
ent responses. Ouch. It’s so good it hurts. 
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Pilotwings 64 


intendo joined forces with Paradigm 
Simulation Inc., the leading developer of 
realistic simulation programs and 3-D 
graphics, for the creation of Pilotwings 64. Shigeru 
Miyamoto of Nintendo, who designed the original 
Pilotwings for the Super NES, also helped with the 
development of this game. Pilotwings 64 will be a 
showcase of 3-D marvels, including a virtual flight 
across the United States. Missions in Pilotwings 64 
vary in complexity and in the type of aircraft play- 
ers fly. Gone 
are the float- 
ing target 
balloons 
Instead, 
more realis- 
tic missions 
require fliers 
to glide 
through 
canyons or 
make pinpoint landings on mountain tops. Using 
the Control Stick to guide the different types of 
craft, which include planes, gliders, choppers and 
jet packs, playe 


complete a series of missions 


13 kms 


that take them completely across the U.S.A. Of 
course, even in a massive game such as this, 
Nintendo couldn't simulate every mile of the con- 
tinental crossing. Instead, stages feature landmarks 
such as Chicago’s skyline or the Saint Louis arch. 
In fact, Mount Rushmore gets an additional face in 
this game, a noble visage with a thick mustache. 
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The Legend of 


Zeldu 64 


he video demo of The Legend of Zelda 

64 surprised everyone at Shoshinkai. The 

surprise came not from the quality of the 
animation, which was excellent, but from the 
announcement that The Legend of Zelda 64 
would be one of the first disk-based games for the 
Nintendo 64. No release date was given for Zelda 
64, but the game will be shown at next year’s 
Shoshinkai along with the 64DD disk drive acces- 
sory. At this point, Zelda exists only as a few ani- 
mation files, but all of that will change once 
development on Super Mario 64 is completed. At 
that time, Shigeru Miyamoto, the creator of previ- 
ous Zelda games, and Takashi Tezuka (of Yoshi’s 
Island fame) will step into the director’s and pro- 
ducer’s chairs. 
Nintendo's cre- 
ative —_ giants 
wouldn't com- 
ment — specifi- 
cally on how 
the 64DD 
would be used 
in Zelda, but 
they mentioned 
several disk 
uses in general 
terms, includ- 
ing the ability 
to save many 
games and cus- 


tomize many 
game elements. 
For now, all we 
can do is 
admire the 
graphics of the 


demo. In the ten seconds or so of video footage, 
Link battles a knight in a shiny, metal suit of armor. 
Both Link and the knight slash at each other with 
their swords, and the camera moves around the 
duelers. In the end, Link follows a feint with a 
round-house swing of his mighty, shining sword. 
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Wario 
Ket 64R 


y uper Mario Kart for the Super NES has 

been one of the biggest sellers in video 
ame history, so it’s littke wonder that 
one of the first games for the Nintendo 64 will be 
based on Mario Kart. One of the central features 


of Mario Kart 64 R will be 
Tin OO? Ga aa its four-player mode. Since 
Ti Gb? Ga" ae. the Nintendo 64 has four 
controller ports, you won't 
need a special adapter. 
According to Mr. 
Miyamoto, who was in 
charge of development of 
the first Mario Kart, the 
new game will include 
more items on the tracks, 
3-D terrain with hills and 
valleys, four-player ghost 
mode (invisibility), not to mention greatly 
improved 3-D graphics and play control. Driving 
games such as Mario Kart 64 R that use the 
Control Stick will be unparalleled for precise con- 
trol. NCL plans to release the game in late May or 
June, about a month and a half after the system’s 
launch in April. At that time, according to Mr 
Yamauchi, demonstrations of Mario Kart 64 R will 
be available. “The reason we aren’t showing this 
game here at Shoshinkai,” Mr. Yamauchi 
explained in his address to the show goers, “is that 
it does not yet have enough of its new game play 
features incorporated.” 
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Wave Race 


rom humble beginnings, Wave Race 64 
may rise to the top like cream. The orig- 
inal Wave Race was a Game Boy title 
featuring water bikes and a four-player mode. The 
new Wave Race 64 under construction at NCL has 
been likened to a watery F-Zero. The futuristic 
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boats in Wave Race rocket through courses con- 
sisting of canals, rivers, pipes and other damp 
places. Camera angles can be set from below the 
waterline to side-angle views or anywhere in 
between. One of the most incredible features of 
the Nintendo 64 is its ability to alter viewer per- 
spectives during game play. Since entire 3-D land- 
scapes exist in the program, it’s easy for players to 
switch between different camera angles. Players 
can choose their favorite angles and completely 
change the feeling of the game. This game may be 
one of the surprise hits in the early months of the 
Nintendo 64 era. 
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Shadows of the 
Empire 


g rom the masters of sci-fi adventure at 
LucasArts, Shadows of the Empire, which 
will be published by Nintendo, features a 

Star Wars setting and multiple-genres of game 

play. The initial animation shown at Shoshinkai 

| focused on the snow speeder stage, but that’s just 
the beginning. LucasArts plans to include four 
types of game play in two modes: a campaign 
mode and an arcade mode. The snow speeder 


battle shown here belongs to the arcade mode, but 
the campaign mode has a mix of game play styles 
and lots of story elements. (A good, but uncon- 
firmed, source says that some stages will resemble 
the first-person PC adventure, Dark Forces.) The 
story takes place between the events of The Empire 
Strikes Back and Return of the Jedi, and it features 
several characters from the block-buster trilogy, 
including Darth Vader, Boba Fett, Jabba the Hutt 
and the Emperor. Your character's mission is to 
infiltrate and destroy an organized crime syndicate 
with Imperial ties. If LucasArts’ past track record is 
anything to go by, this could be one of the most 
exciting adventure titles ever produced. 


Body Harvest 


-movie horror comes to the Nintendo 64 

with a twist from Scottish developer 

DMA. Body Harvest supposes that aliens 
with a taste for human flesh have landed and are 
harvesting the planet. Your job is to stop them 
using various armed vehicles. The alternative is to 
become a tasty alien snack. So, you're on the road, 
bashing through the alien menace when you come 
to a bigger, badder truck. How fortunate, you 
think. You hop out and switch cars, then take off 
again. In all, Body Harvest has 80 different vehi- 
cles, including ships, hovercraft, aircraft, trucks, 
and tanks that you'll use to save the human race. 
In fact, a good alternative name for the game 
might have been Human Race. DMA’s reputation 
for engaging and innovative game design began 
with its award-winning Lemmings series. 
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Star Fox 64 


ne of the biggest surprises at the show was. 
0. the appearance of Star Fox 64. Hey, we're 

still waiting for Star Fox 2 for the Super 
NES, right? But it’s understandable that the game 
that inspired Shigeru Miyamoto to create Super 
Mario 64 would itself be a candidate for a Nintendo 
64 sequel. The clips we saw from Star Fox 64 
included space and planetary battles in full 3-D. 
Richly _ texture- 
mapped 
polygons have 
replaced the sim- 
ple 3-D_ graphics 
used in the original 
game, and even 
Fox McCloud 
looks realistic in 
the cockpit screen. 
The Arwings look 
very fast on the fly, 


dodging between explosions and blasting back at 
on-rushing enemies. Star Fox 64 should be the pre- 
mier space fighter when it is released. 
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he second playable demo shown at 
T | Shoshinkai featured Kirby, that round, 


pink little fellow who, in spite of his 
appearance, is more fun than bubble gum. The 
game demonstrates the characteristics of play 
control and game play on the Nintendo 64 for up 
to four players. In one of the demo modes, Kirby 
rides a snowboard over uneven terrain that looks 
like it fell out of Kirby’s Dream Course. Players 
weave and dodge over the undulating surface, 
steering toward stars and jumping over obstacles. 
This was fun, but not terribly difficult. The second 


mode for a single player put Kirby in a bowl- 
shaped arena with a surface that shifts constantly. 
Other balls roll about the bowl, and it’s Kirby’s job 
to collide with them and knock them out while 
avoiding being knocked out himself. The multi- 
player game uses this 
second, arena type of 
play but introduces 
multiple players who 
are trying to knock 
each other out of the 
bowl. During the bowl 
battles, the Nintendo 
64 controller truly 
shines, allowing players 
easy 360° control of 
their pink pals. 
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ond, James Bond, is coming to the 
BI Nintendo 64, thanks to the efforts of 

Rare and Nintendo. Not much of the 
game was apparent in the video clip shown on the 
floor of the convention hall, but Nintendo Power 
was granted a longer look at the source video. 
Although both tapes focused on a Doom-like envi- 
ronment in a military installation, the game itself 
will have a great deal more variety, similar in that 
respect to Shadows of the Empire. Our sources in 
contact with Rare suggest that missions will vary 
widely and that perspectives may change within 
the game, especially when Bond has to fight hand 
to hand. Don’t rule out some sort of 3-D combat 
areas, because Bond won't always be able to use 
his trusty Walther PPK and other weapons. The 
game’s plot will follow the action of the movie, 
including all the major scenes, and Bond will have 
many abilities. Just like the real 007, he will be the 
most versatile man in the world. In addition to 
excellent graphics, the game will feature the clas- 
sic Bond theme plus original music composed just 
for the game. Characters from the movie will also 
be included in digitized form. 


Creutor 


erhaps the most mind-blowing of all the 
P| software shown at Shoshinkai is Creator, 

a 3-D paint, music and animation pro- 
gram from Software Creations. In addition to 
Creator, Software Creations designed the Sound 
Tool for the NU 64 development kit. The realistic 
dinosaurs shown on tape were created in 3-D, 
and texture maps were chosen and applied. In the 
finished game, budding special effects artists will 
be able to create their own 3-D animated worlds 
and then control one of the characters. For 
instance, you could make an animated aquarium, 
fill it with fish and a shark, then swim around as 
the shark and eat the fish. Yum! The sound cre- 
ation program is also said to be quite tasty, with an 
option that automatically adds chords to any sim- 
ple melody line. Richard Kay, president of 
Software Creations, hopes that Nintendo 64 
developers will include in their games extra lines 
of code that will allow players to use Creator to 
customize games with their own characters and 
creations. How is this possible, you ask? It’s a fair- 
ly simple matter of swapping texture and other 
types of files, probably using the 64DD. The prob- 
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lem is creating a common structure that works 
with all games, then convincing other developers 
to go along with it. As exciting as this would be, 
there's no assurance at this time that it will come 
to pass. Keep your controllers crossed. 


3BuyyieBooyis 


ngel Studios may be better known for its 
Al contributions to the movies and music 

videos than video games, but all that is 
about to change. With a little assistance from NCL, 
Angel is putting together an impressive game in 
which you are a buggie in a thoroughly buggie 
world. One of the interesting aspects of the game 
is that buggies are subject to all sorts of dynamic 
forces, such as wind, gravity, anti-gravity, torna- 
does, and traction on different surfaces and slopes. 
Players will be able to customize their buggies 
with interchangeable components such as engines, 
tires and special features, including futuristic 
weapons. An adjustable camera will allow players 
to admire their buggies from a wide range of 
angles, like they'll be use to in Super Mario 64. The 
two-player competition mode combines a split 
screen image into one image when the two bug- 
gies are in close proximity, then splits the screen as 
they move away from each other. The graphics 
were some of the most exciting at Shoshinkai. 


Slusivdozer 


are Ltd. has stunned the world with its 
R | incredible rendered graphics for DKC, 

DKC 2, and Killer Instinct. Now, the 
magicians are doing it again for the Nintendo 64. 
Blastdozer is just one of the first titles in the works 
in Twycross. The idea of Blastdozer is that you are 
roaring through a city or rural landscape in a pow- 
erful, high-speed bulldozer, knocking everything 
out of the path in a race against time. Why would 
you be doing this? According to our Rare contacts, 
they're still working on that one. But even if the 
game's story line isn’t finished, the game itself is 
moving along at about 200mph. You begin your 
tun of destruction with a fairly standard, though 
souped-up, dozer, then graduate to more futuristic 
stompers as you progress. Some of the dozers look 
more like giant insects than bulldozers, but their 
destructive potential is anything but small. The 
most impressive visual stunts of Blastdozer, how- 
ever, are the incredible rendered explosions. 


SUT SHADOWS 


INTENDO 64 DEBUTS IN JAPAN 


BEST OF THE REST 


Nintendo 64 wasn’t the only 
game system in town at 
Shoshinkai/Space World. 
Japanese third-party publish- 
ers also showed off their 
Super Famicom games, 
Game Boy titles and Virtual 
Boy products to the thou- 
sands who attended. 


As always in Japan, much of the big 
news centered on RPGs for the Super 
Famicom. The biggest title to appear in 
years, Dragon Quest VI, debuted just 
two weeks before its scheduled release. 
It is expected that over three million 
Dragon Quest VI games will be sold in 
Japan almost as soon as they hit the 
street. In the past, the first day that a 
Dragon Quest game went on sale 
became a 
defacto public 
holiday in 
Japan. School 
kids and older 
gamers would 
line up in end- 
less queues in 
order to grab 
their own 
copies of DQ. 
Enix is hoping 
that the old magic continues. As for the 
game itself, Dragon Quest VI contains 
many of the game elements and style 
that have made the series such a hit in 
Japan: a huge overworld to explore, a 
distinguishing plot line, tons of battles, 
spells, weapons, large parties, ships— 
in short, everything you got in the ear- 
lier Dragon Quest games plus 
improved graphics and = music. 
(Nintendo Power will feature a special 
look at this game next month.) Enix also 
displayed Dark Half for the first time. 
One innovation in the battle sequence 
is that characters attack within a limited 
range, adding an extra element of strat- 
egy. If an enemy stands outside the 


range of your spell, you won't hit it at 
all. The third game of note from Enix 
was The Legend of Magatama. 
Borrowing freely from adventure games 
such as The Legend of Zelda: The 
Adventure of Link, Magatama features 
side-scrolling, real-time battles in 
which the hero uses his sword or casts 
spells and he travels with a companion 
bird who can lift him over obstacles for 
short flights. 

After Dragon Quest VI, 
talked-about RPG at the show was prob- 
ably Tales of Phantasia, from Namco 
which featured truly beautiful graphics. 
Square Soft showed off Bahamut 
Lagoon, which features the dragon king 
from Final Fantasy. Other RPGs at the 
show included Farland Story 2 and Ys V. 

Capcom featured several titles star- 
ring Disney charac- 
ters, including Maui 
Mallard, Pinocchio, 
Mickey & Donald 3 
and Donald Duck. 
All of the games 
looked great, and at 
least Maui Mallard 
and Pinocchio will 
be released in the 
U.S. later this year. 

The Japanese gam- 
ing market always contains some inter- 
esting games the likes of which we 
never see on this side of the Pacific. A 
puzzle game from Hudson called 
Same Game puts a unique twist on 
customized gaming. The Same Game 
Game Pak 
includes a slot in 
the top. Players 
insert a data card 
into the Pak so 
they play 
with a particular 
set of charac- 
ters, such as 
Bomberman, 
Mario, 


the most 


can 


or Tetris 


shapes. Text adventures, or sound nov- 


els, are also a popular category in 
Japan. Imagineer’s Getsumen No 
Anubis is a sci-fi sound novel that takes 
place at a distant, planetary colony. 

For Virtual Boy, Hudson Soft’s 
Virtual Bomberman recreates the 
excitement of Bomberman in 3-D. 
Athena’s Virtual Bowling, Virtual 
Mahjong from VAP, __ Bandai’s 
Dimension Wars and Polygo Block 
from T&E Soft all debuted at the show. 
Bound High from Japan System was 
one featured game that rocked. 

New Game Boy titles included 
Tokyo Disneyland, The King of 
Fighters, and a fun little RPG called 
Pocket Monster from Nintendo. 

Visitors to Space World were treated 
to special events and demos. At the 
Acclaim booth, video tapes demon- 
strated the technique of motion-capture 


animation for upcoming games includ- 
ing Turok: The Dinosaur Hunter for the 
Nintendo Ultra 64. Show goers could 
catch stage shows, as well, 
compete for gaming titles. But the main 
attraction through- 
out the show was 
Super Mario 64. 
How can you stay 
away from some- 
thing this good? 
The answer is sim- 
ple. You can’t. The 
future is just 
around the corner. 


or even 
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REVOLUTION 
b 2 . HITS HOME 


Already .a stellar hit at the arcades, Acclaim has taken 
Midway’ smokin’ shoot-’em-up, Revolution X, and trans- 


formed it into an instant hit for the Super NES. No more 
_ long lines, no more breaking open the piggy bank for quar- 
& ters, just hours 


of —_ pulse- 


pumping 
havoc in the 

i , comfort — of 

sth, - : ‘ your own 

. eee SS : , “ home. What's 
+ ; " Nal more, the 

2 , i | | transition 

| | ; ) . from stand-up 

& \\ One £ aa yt to kick-back 

: formats seems 

virtually flaw- 

“les. You still 

get totally 

killer controls, 

pounding-Aerosmith tunes, and of 


Acclaim’s 
newest shoot-it or lose-it dourse““fantastic graphics! To top it all 
game, paints an ominous sce- ey 1DGEE off, a two-player option lets both you 
nario for the youth of today. A nee and a pal blast away at the same 
The New Order Nation, a “s aie) screen. So rest up those trigger fing 
Welliatined alAGaOREOR: The Revolution is coming home! 

rupt corporations and govern- 
ment cohorts, is attempting to 
unify the world under one 
repressive regime. Bent on 
destroying an emerging 
youthful revolt, Headmistress 


Helga, the conspiracy’s Throughout aetant X,_theimembers of 


leather-clad leader, has Aerosmithanae “Special appearances, jam- 
ordered her nefarious NON ming, partying, and sendifg players on their 
troops to kidnap America’s missions of Mayhem. But if you’te thinking that 
premiere band, Aerosmith, these rock starsjare nothing more than animat- 


: ; : ed handiworfatMipkwageinWergenrith makes 
sending rock ‘n roll into He ¥ 
their Nintendo, @ebiityvidedigitized audio and 


ruins. As a member of video clips, ptayiding gamers with 


Revolution X, your mission is real footage of thé band, aNd seal 
simple: Destroy NON‘s evil rockin’ tunes. But besides lending 
enterprises and free every- their images and muslegeato” 
one’s favorite hard-rockers. Revolution X, it’s also clear thatthe 


band had a lot of input to the over- 
all feel. Artistic freedom, .a,sense of 


Revolution X™, Music is the Weapon™ - humor, and even KeSpinizeheetti 
Featuring Aerosmith®. ©1994 Midway are > of thenthenmies that are 
Manufacturing Company. Sub-Licensed from diet are some of tga that arc 


Midway® Manufacturing Company. All Rights repeated throughoWt™Revolution X, 
Reserved. 


Steve Tyler and company not only talk, rock, 
making it much more than just a and provide the main goal of the plot for 
lesson in organized chaos. Revolution X, they also give players a few 


laughs and some important ideas to ponder. 
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© PICK UPSHE 


While your trusty machine gun isan inValuable weapon in 
your crusade against the New Order, you'll need to find the 
hidden arsenal of special Ammo and defenses hidden through- 
out the game. Luckily, this secret stockpile is plentiful and eas- 


DEADLY DISCS 


Music is a deadly weapon when you 
have _a cache of CDs. Not ohly are 
they make} your 
machine gttn_look like a water pistol. 
Multi-colored laserdiscs have an\even 
greater impact, 


Vit y 
JPER SHAKES 
Even though wheat grass smoothies 
may not be everybody's energizing 
elixir of choice, they offer weary com-) 
batants plenty of pick-me-up when 
their power meters are running dan- 
gerously low. ; 


2 


emecgsssenee 


goodaos0 
joorsason 


HEAVY ME’ 


piled Bete shields make fac- 
ingehe ¥ eriemy fi re amore bear. 


- 
we, (turn ‘them to scrap.) Q or" 


ome 
Ht 
== pay BONY 


REVOLUTION X 


var f F 
ily found, as long as you blast everything in sight. Just take aim 
at boxes, wall’, windows, and machinery, and keeping your- 
self armed to the teeth will be a cinch. 


BIG GUNS 


Nab these super gun power-ups to 
turn your already 
machine gun into a truly devastat-yos 
ing weapon. This pick up ensures 
that every bullet-you fing oes five 
times the regulandamage. 


menacing, | | 


L 


all though they'll 
protect you against 35 hits, run-ins. "#* 
against enemy bosses will quickly? o 


abl& ordeal. 


Each round of Ro *volution ends with an assesment of the damage you've 
deliveredyt the New Order. Major poiitts and bonuses are awarded for 


~ atime bie iala)sins out troops, relgasingecaptives, and generally caus- 
ing fmassive.amounts of mayhem. Butthé Diggest bonuses are set aside 
fs 


voll forthgse die-| ard deémolishers that were 
PRESS STARI she Wl linigsing members of 
Narn their wings. 
Remember: If Voman't locate all five 


musicians by the énd of the game, you 
can kiss your backstage pass goodbye! 


ovuat 


“ 
000 


To rack up the big points, free hostages, find 
hidden objects, and basically blast away at 
everything. But don’t forget your first duty: 
Get those missing musicians! 


uw 
i= 
BS 
za 
5 
“ 
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As you start the game, it’s Novémber, 1996 in Los Angeles, and the revo“ 
lution has already begun. You've been ordered to an Aerosmith concert/at Club K, 
where New Order forces are,attemptipg to,abduct the musical megastars.,[he enemy 
troops are swarming, and you soon realize that there’s no chance of defeating they all. 
Still, you'll have to rescue two members of Aerosmith inside the club if ypu want to end 


STALL TACTICS 


When you enter the lobby of Club X, you must choose 
whether to go right or left. Pick the djgection that the game 
panned when you were 


the game a winner 


TAKEN BY STOR) 


While manically strafing the NON 
forces-outside Club X, be sure to} 
také aim atythe two garbage cans } 


near the entrarice. They're loaded shooting NON troops on 


with discs, which Come in handy the roof. Next, blast away 
at the men’s room sign to 
Bet 46 yours fast band 


member. 


against the missile-laden transport 
that’s rolling yoursway . 


The restroom scene is one of the game's lighter 
moments. Rip through the stall doors to find 
Aerosmith musician Tom Hamilton in a rather 
precarious position. 


F REE: STEVE 


To save Mion aide from NON, shoot 
out the marlifis, liga then the mirror 
that’s above thé 
bar. You'll be 
transported to just 
outside the dress- 
ing room, where 
Steven Tyler is 
hugging a fan. 


DHESSINIG R 

" ao 
PHESSING KK 
Gaining admission to Aerosmith’s private dressing room is easier 
than it may first appear. Forget abo: ling ¢ the footsoldiers and 


simply nail the gold star on the door. 
Unfortunately, the ba 


‘way in. Now you must 
take a tip from ind Aerosmith’s car. 
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QUAROUND THE GRR 


The search for Aerosmith’s fad-rippin’ wheels, leads to the desert- 
ed city streets of downtown LA. While you've commandeered some enemy air / 
power to aid your quest) the New Order has already taken steps to permanent- 
ly clip your wings. Not only have crack-shot troops overrun the abandoned’ 
buildings (making sniper \fire a serious threat), NON has sent a combat-ready 
copter to ensure that your\mission comes to a fiery finish. Luckily, your fast-fly- 
ing rig is equipped with an\auto-pilot so that you can devote your full efforts to 
blasting the bad guys, whilé staying sky*high. 

¥ 
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= one - = IN-EINE 
, ~ 6 INFANTRY 
This roller-blading battalion has 


serious advantages over the sta- 
§ tionary snipers: Speed and mobil- 


if}. But they glso have a weakness 
A PRIME TIME. TO STOCKPII E that is leasily" exploited: They 

4B always come ifoth the right side 
If you use your rapid-fire reflexes, thi ifvel" ’ of the scre@n. So.just place your 
crosshatrs.on a single point on the 
sight, and blast ‘em. 


offers you a great opportunity to reinforge your 
arsenal. At the very start, blow up the boxes 
below the copter to quickly build up your CD 
collection. During the rest Mf thestage, when 
enemy fire is sc arce, shoot out“as*many win- 
dows ast you cane y 
to reveal the vast 
caché 6f weapons™ 


and power-ups 
that are hidden 
behind the glass. 


NON COPTER 


The final showdown with the NON copter ae is that it’s never depleted of men- 


acing missiles, armor-piercing ammo, or fu estorm. Shoot randomly and ST ee ate 
you may be in for the longest losing battle you’ve ever fought. But you'll end its windows that you're missing below: 
rotor-driven reign if you destroy its six most There's not much hidden behind them. 


vulnerable sections: The two gun and mis- 
sile turrets, the 

thrusters located 

just above them, 

the hard-to-m 

nose sectio 

the hard-t 

ret on tl 

underside. 
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TBE AMAZON 


After finding,Aerosmith’s car, Joe Perry sends you on your next mission 
to the wilds of the Amazon. NON has begun'a. covert operation to poison the world food 


ee 
supply, and in turn, establish global mind 


have already fallen prey to the plot, and so will the rest.of the planet, unless you destroy 


‘AMERAS- 


NON’‘s biochemical base. 


KO THE 


At the beginning of this stage,\ 
you'll-spot two New Order sur- \ 
veiflance Gameras spying on 
your every mOve from the tree- 
tgps. You'd better shoot ‘em out 
of ‘cammission with some well- 
aimed discs, orlater in the level 
you're going.to fage extra ene- 
mies in an already heavily- 
manned laboratory. 


ae aN Ae 


a) ED . 


INSNEED OF 
AMAFT? 


You"Mwant to find this elevator if you're 
going’ to free Joe Perry. Just find the 
Evergreen lobby, shoot down the large 
sign, and hit the elevator button, Now 
climb aboard 
and he 

straight tol Mg 


” 
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‘ontrol. The once peaceful jungle ‘natives 


NON NATIVES 


Even though you may feel a bit guilty about blowing 
away innocent victims of malicious mind control, 
these restless natives will skewep*you in a second if 
given the chance. It 

really helps to have 

two~players going” 
against, them: One 

ig pickMem offs 
another to blast the 

spearsiclear. 


Masks or no masks, the tribal troops 
are perhaps the toughest opponents 
in Revolution X. 


> JORS IN-dAIL 


On the third flod% a chall@ige awaits that! 
requires §plft-second timing to?¢amplete. First, 
destroy the ties that bind the hostages to the back 
wall. And S@e0Hdy BIBCSUMHE setal. grill that 
holds Aerosith'performer, JoePerry, Rapidly fire 
just mighf earn your wings. 


smtveatoreiecd 


your CDs an} 


The stage’s final conflict brings you eye- 
ball-to-bouncing eyeball with a bio-chem- 
ical behemoth that hurtles a bottomless 


supply of poisonous 


peepers. Two pla 
ers working in ta 


dem should ha 
problem 
this toxic ff 
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YELLOW BOSE 


You're off to Egypt to infiltrate NON’s internment operations, where slave 
laborers are transported to their back-breéaking tasks by the most vilified of vehicles: 
A yellow school bus. your “objectives are seemingly simple: liberate ‘the [abdrers, 
blow up the bus, and locate missing Aerosmith drummer, Joey Kramer. But unlike the 
game's other levels, if you\botch the bus blasting, you'll have to begin again. 


hy ui hy Acriong 

HELP THE HOSTAGES, AND 
AMASS AN ARMORY 

early ig. the stage, ensure ap yo 
bonus point bonanza by help Fl 

(ing the hostagés.as they rapidly \ 

“\\pass by. It’s also a fine time to 
restock. your cache of compact 
discs, Which aré found abun- 


dantly in boXes, and strangely, 
drizzling down from the sky. en. | 
> peer ~~, 5 


DISCOVER THE DRUM IER 


As you follow the schodl’ bus through the blistéring deserbsand, you'll,spot four 
sphinxes zippingsby THe isickground: But-unlike their teabliée.couhtefpart, these) 
sphinxes still have their schnozZlest If you cah hit the first three’on their stony snotts, 
yy * And cdllect the CDs*that are hidden withth, you'll 
g find | Acrosmith’s accomplished” drummer 
hitchhiking’ bysthe side- pf the road. A 
word of warning: Corralling Joey 
Kramer is|much harder than it 
sounds. 
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ow 


A LONG RIDE RUINED 


* — They must be building school buss it afiitanjum these days because 
you're gonna need well over a hundréd\CDsito bring this one to a 
Sereechine halt Sere are a few tips to helpsyd blow the transport off 
track; The bus has fourteen separate sections ‘to demolish, but don’t 
aste time targeting the tires and ripping off the roof. The key thing to 
mber i is if You can’t\bring the bus to a fiery end, you'll have to go back 
i . and start again. 
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> NON PRONE 


Your next assignment, given by’Aerosmith ax-player Brad Whitford, is to 
assail the KemmiTech Corporation in distant Asia. It appears that the New Order has 
been using the company to manufact ture mind-altering drugs, and only you can stop 
their global distribution. Before your Final showdown with Kemmi Tech's diabolical 
director, you'll have to battle New Order ninjaswhile attempting to locate 
Aerosmith’s last missing member. 


TASH A WAY WHERE’S WHITFORD? 


K 
In the beginning of the stage, thet tal gates To.find Brad Whitford in the warehouse, blast your way through the gates num 
may impede your progress. Simply smash bered 2,5, and 8 on the map we've provided. Locate the passage sway pictured 


the/locks with compact discs to comtinue on below, ahd-quickly fire CDs to blow open the box 
your way through the warehouse. on the uppen right. 


Quickly blow open the box and blast 
the button. Sit back, and wait for Brad 
toroll by. 


Iv all NS 
1. AIT HOS LAG Ks 
TOWER OF STAGES? 
> As odd as it may seem, in Revolution X you sins 
I OWER wr te sehaveto shoot the hostages inorder to set them free. Iniew 
The easiest way'to go up the terror this high-tech stage; youshave. to knock out the green 
ist’ tower is with your ‘osshairs computer screens,"and then Aim forithe hostage’s hands 


: 5 a 
aimed just above the ¢enter of the _ before they’re finally released. 


screen. 


ft0 it 


a 


Fi : c nf N o _¢ 


Target his seven sens 
end. If you wait bef 
of CDs that kee] 
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REVOLUTION X_ 


In honor of your valiant 
efforts and the revolution’s victory. 
over the New World Order, Aerosmith 
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is planning a celebration at London's 
Wembley Stadium. But as you soon 
learn from hot rocker Tom Hamilton, 
the last vestiges of NON have a 
scheme to ruin the show.: You"must 
rush to Wembley and tear Bown the 
massive wall of monitors that NON is 
using for a last ditch propaganda cam- 
paign: Blast out the amps first for a bigger damage 
bonus, anthaim for Helga’s head to stock your arsenal. 


SPEAKERS 


When in Wembley, make sure you 
destroy the enormous amps before ¢ 
blasting the glass out of the wall of 
» Monitors, Your dantatfe bonus will be 
©. larger, and your gameplay will last a lit- 
arsine” tlelonger. , 


The New Order's finally old news, but 
Helga, NON’s leather-wearing leader, wants 
a duel to the death. Taking on this testy 
tyrant may sound a bit too easy after defeat- 
ing all the minions the New Order could 
muster . . . but wait, this hot-blooded broad 
ain’t what she seems! 


ore 


You've battled the New Order 

Nation long and hard, and now the 

whole world hails you as the hero 

of the revolution. You’ve been 

rewarded handsomely with huge 

bonuses, heaped with honor and praise, 

and given a passionate performance by 

America’s hottest band, Aerosmith. If you were able to find all 
five band members, you'll also be treated to a special VIP visit 
backstage to hang with the gang. But if you were derelict in 
your duties, and you let even one of the rockers remain at large 
. +. get ready to take up arms: Revolution X is back in effect. 
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Drop that deck of 
Doomtrooper cards! 
The hottest selling 


card game since fm A new planet has been discovered on the edge of the solar system. The 


MUTANT CHRONICLES @ 
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Magic: The Gatheri ig faa insatiable greed of the megacorporations has pried open the secrets with- 
is now available on in its atmosphere and released a Pandora’s box of despair and destruction 
your Super NES. on the solar system. Years ago the megacorporations invested billions of 


Mutant 


dollars in developing the Doomtrooper program 


Chronicles: Moveu Hunter to protect their assets. Now the fate of humanity 


Doomtroopers 
features twelve 
levels of ci 

ng action 

u istic 


a7 
RESS START TO CONTINUE 


HUNTER 


Mitch Hunter is a cap- 
tainin the Capitol Armed 
Forces, an elite security 
division of the multina- 
tional Capitol 
Corporation. 


MAX 
STEINER 


Max Steiner was a helo-pilot until 
a scandal grounded his career. He 
works for a secret subsidiary of 
the Bauhaus Corporation, 


Competition is always good for 
business, and you can double 
your Doomtrooper destruction by 
teaming up with a fellow warrior 


ee ‘re Late sf prattiog featnsy cents and in two-player mode. The game is 

_| dealing out duds, Doomtroopers for the Super ae aie 

| NES might have the winning hand you're look- easier to complete this way, but you can 
ing for. Just don’t lose your head over it. raise the odds against you by bumping 


7 re) 5 up the game’s difficulty level. As an army 
of two, the Doomtroopers move together 
and share the spoils of war. Of course, 
you can opt to complete with your team- 
mate for the ammunition and 
goods, but don’t expect to sur- 
vive the tour of duty if one play- 
er hogs all the supplies. In case 
you're wondering, you can’t 
shoot your partner. 


TO CHOOSE HERO hangs in the corporate balance sheets. Two high- 


ly trained warriors from the Bauhaus 
and Capitol Corporations 
qualify for the mission to 
destroy Argonath’s 
Dark Forces. You 
will either guide 
one of them to 
victory or fail 
and enslave the 

human race. 


Max S+erner 


TO CHOOSE HERO 
START TO CONTINUE 


It's a double dose of doom! The 

Doomtrooper two-player mode leaves 

game veterans reminiscing about their 
ontra and Super C games. 


While playing as a 
team, be sure to 
allocate the ord- 
nance, extra lives or 
first aid items to the 
trooper who needs 
itmost. 
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The dreaded Demnogonis is creating chaos at the Venusian terraforming project 
station. Your assignment is to locate and demolish his fortress and personally 
serve Demnogonis his eviction notice. 


ITEM Blue @) Red @ Lightning Extra ® Health na 1-Up 


KEY Power-Up “& Power-Up 


Power-Up Continue } Power-Up 


Venus Part TWO 


Demnogonis is building a fortress on the ruined out- 
skirts of a Venusian city. Watch for the dim glow of 
land mine indicators as you run to the right. A float- 
ing airship growls overhead, patrolling the skyline. 
Try to avoid being caught by the airship spotlights. 
The searchlight operators are linked to an automat- 
ed rocket battery, Troopers caught in the glare of the 
lights are milliseconds away from a barrage of anti- 
personnel rockets. 


Watch for the spotlights on the floating 
airship. If you're spotted, run to the right 
or left to avoid the rocket barrage. 
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Venus Part ONE 


WATERFALL 
CAVE 


While most players have no problem 
finding the cave on the right side of the 
falls, the real trick is staying dry while 
crossing the river. Mutant gunners hide 
beneath the frothing water. While some 
automatically surface and fire, you must 
lure others up from the depths. Stand on 
the defeated enemies floating in the river 
and jump up to the right and back to 
where you started. This move tricks the 
gunner into swimming to the surface and 
right into your sights. 


After crossing the river, walk along 
this edge to a cave beneath the 
waterfall. Defeat the mutants and 
collect an extra continue, 


DEMNOGOMS 


Four out of five corporate medical 
consultants surveyed recommend 
blasting the 
retching 
Demnogonis 
into tiny 
pieces before 
you flounder 
in the bub- 
bling barrels 


MUTANT CHRONICLES @ 


of bile filling his chamber. You can’t 
climb up the pile of bones, so stay 
low and shoot up diagonally. Keep 
moving so Demnogonis can’t fling a 
femur into your face. After blasting 
apart this digestive disaster, you can 
truthfully admit that the Venusian 
assignment stunk. It's time to move 
on to the scarred surface of Mercury. 
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SIN dN 


Mercury’s iron core provides the bui 
materials for the corporate fleets cruising 
the solar system. Semai is creating havoc at 
these valuable mining facilities. Stop him 
before he gains control of the ore supply. 


Mercury Part ONE 


THE LOW ROAD 


More than a few troopers: 
make the assumption that 
a single stumble into the 
red mist of Mercury's cav- 
ern floor results in a lethal 


lavedoresststro Barker Don’t get burned. Shoot the con- 


tainer, then jump off the ledge. 
shades in the crimson fog Turn aroundin midair and grab the 
indicate solid ground. If Same ledge before you fall 

you do fall, position your trooper so he can land on his 
feet. You cannot complete the stage by staying along the 
bottom of the cavern. 


BOULDER 
BLITZ 


While the rolling boulders in the caverns of 
Mercury might seem like they get in the way, they 
can work in your favor. You can move the rocks 
by shooting at them. Maneuver the rocks with 
your gun until they break down the electrical bar- 
riers sealing off the bonus area in the stage. 


Get things 
rolling by shoot- 
ing the rock 
above the elec- 
trical barrier in 
Mercury's sec- 
ond stage. 


The boulder rolls down and bounces against th 
electrical barrier, breaking the current. Fire to 
roll rocks throughout the stage. 


Mercury Part 


THE LORD OF SPITE 


Semai, The Lord of Spite, is floating around with a ton of 
nifty gadgets to test your valor. While your weapons can’t 
hurt Semai, you can make him hurt himself. Shoot at 
Semai’s homing missiles until they begin sputtering out of 
control. The missiles spiral into the blue bully, eventually 
sending him plummeting to the ground. 


MUTANT CHRONICLES 


SIN YIdNs 
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The only heat remaining on Pluto’s frigid surface radiates 

from the barrel of your smoking gun. If you can dispatch the 
frozen freaks on this planet, Argonath will lose his bid for a 
hostile corporate takeover. 


RIDE THE 
ICY WIND 


Gusty sub-zero winds whistle across 


Pluto’s brittle terrain, creating numer- 
ous updrafts. Use the combination of 
wind and low gravity to scale the 
high cliffs in the first stage. Jump off 
the ledge into the rising column of ice 


crystals, and hope you don’t land on 
the end of a mutant’s bayonet. +h 


Jump up into the 
updrafts to catch the icy 
ledges above your head, 
Dispatch the enemies as 
soon as you grab a 
frosty finger hold. 


Pluto Part TWO 


MUTANT CHRONICLES *) 


NERO 


Although you’ve 
reclaimed the plan- 
et Pluto, a newly 
discovered sphere 
lies at the edge of 
the solar system. 
Limited intelligence 
reports indicate 
that the planet 
Nero is the Dark 
Legion’s home 
world and head- 
quarters. If 
Argonath were 
destroyed, his 
undead forces 
could never again 
threaten humanity. 


SIN 4IdNS 


FROZEN FURY 


Pluto’s last two stages are tougher than any you've encountered so far. After infil- 
trating the subterranean fortress, you must locate and destroy the reactor core. You 
only have eighty seconds to escape as the core begins to overheat. Finish the plan- 
et by defeating the raging Razide roaming the surface of the icy wastes. 


Use the jump and fire technique to neu- 
tralize any enemies above you. This 
method usually works better than 
shooting up at an angle. 


Destroy the reactor in Pluto's underground 
stage and get out of the facility before it blows. 


You can increase your odds of survival by 


You can shoot but you cannot hide from the raging Sone nely moving about Argonath's final 
red Razide. When possible, attack from above. chamber. Extra lives ensure success. 
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if you measure the value of a video 
game by the amount of time it takes 
you to complete it, you've just hit the 
mother lode. Weighing in at 
a whopping 32 megabits, 
Capcom’s Breath of Fire 2 
is a massive epic. Even the 
best RPG players can 
expect to spend at least 
fifty game play hours 
exploring and discover- 
ing this enchanting fan- 
tasy world. Breath of 
Fire 2 ts large enough to 
distract you from 

the doldrums of h 
winter, breath- if ~ rv 


ing life into your 
Super NES and 


keeping you busy n\ 5 i. = 
of haem 


& , 
Reencar. 1] SD Vaal Yaa Rade) Yavg eo 5 ae 
spring. 5 


well into the warm 


: = =. 7) Breath of Fire 2 offers a greater range of 
fs a in frames and action than its prede- 
. a 2 ces: characters possess a multitude of 
4a poses and stances in battle, and villagers do more than 
just get in your way, Each adventurer in your party has his or 
her own individual style for casting spells or swinging 
weapons. Watch as shopkeepers add on their abacus and 
— wink ie end of a transaction, or villagers 
huddle ner to gossip. The 


added animation brings this fantasy 
" world a step closer to 
7 reality. 


Ji it red enemy meter takes 

the guesswork out of how many hit 
points your foe has 
- remaining. This 


. 


%, 
/ _Breatlof Fire 2 features enhanced 
town and combat screen graphics. 
Watch as water ripples when it fills a 
‘basin and shadows 
loom at dusk: The 
details keep you 
looking and tong- 
ing for more. 


galige doesnot appear on 
monsters or lians 
that your party encoun- 


‘ters for the first time in 
the game. 


é 


ds 


Breath of Fire 2 provides players with the 
i option of customizing the battle formation and 
marching order of the characters in their parties. This is 
an important feature in combat since you want to protect 
weaker characters, like spell casters, and placethem 
behind stronger, more experienced adventurers in your party. 
There are four battle formations to choose 
from, allowing you to create offensive and 
defensive strategies for your 
next confrontation. 


(Q ¥ * -’ 
‘While the hero’s Dragon Attack 
inflicts alot of damage, your hero char- 
acter won't learn about his gift until most 
of the characters have joined your party. Like the 
Dragon Attack in the first Breath of Fire game, this 
‘spell depletes a huge number of magic points each 
time it is used. Save the Dragon Attack for the 
toughest enemies 
and most desper= 
ate situations. 


ere the broken bridge is, 
west of the town of 
Crustacia), there's a cave 
blocked by a cracked wall of 
stones. After you get the 
Bronze Axe from the Great 
Pyramid, use it to break the 
barrier. Talk to the man 
inside the cave to learn 
Drain. If you go to him after 
you defeat Aegis in Nobilia, 
he'll give you the more pow- 
erful Double Drain formula. 


geles" has there 
r television screen! 


This month, Epic Strategii 
Secret of Evermore, a place 
can be downright deadly! 


time to time, but they don’t 
play a big role in the game. 
You don't need to find all of 

ies a major hot foot! 


the formulas to complete the 
game, but we'll tel you how |: At 
to get a few ofithé more use- ?e ch for the formula after 


ful onesjaS'well as ie th, K cf 4 ou get the Bronze Spear in 
fe 


are just plain hatd to the Hall of Collosia. After 
has much in common with 3 your battle with the Mad 
Secret of Mana and other, eh p Monk, go up to the room with 
Square Soft efforts, but it also gs We e e four golden pillars. Go to the 
has a number,ofieleme! J aia lower left corner of the cham- 
make you"4pproach | a ber and enter the passage. 
turingsin new wa - You'll have to feel your way 
Pe le, rather thai e = around since you can't actu- 
tried-a ~ ally see the path, 
Madronius's brother, the 


] ALCHEMY | 
101 

If you're one of the legions of 

players who have already 

embarked on the Evermore 

adventure, then you know 


how entertaining and chal- 
lenging this game can be. It 


Fireball 


Once Fireball gets to level 4 
jor 5, you can give even major 


la, will be in the secc 
chamber you find. 


gO n6 the upper right ark fol- 
low the path to the man who 
has this formula. Like all 
alchemy formulas, Acid Rain 
will grow more powerful the 
more you use it, but it doesn’t 
hit enemies quite as hard as 
Fireball or Hardball. 


Limestone + Wax =a crushing 
blow to your enemies! 


Sting 
Your enemies will be in 
world of hurt once you 
jure up a swarm of ht 
bees! As yor e 
across. Great 


Finding enough ingredients for all 
bf your alchemy formulas is a con- 
stant struggle. 


Crush 


Crush is especially effectiv 
against major foes since “it 


These formulas are recipes for 
creating magic-like effects, 
and by combining the correct 
ingredients, you can engulf 
enemies in fire, heal wounds 
and so on. There are a few 
spells that you can “borrow” 
from other characters fro! 
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in it, but do 
. Go back 
OWnstairs to find Lance, 
who will give you this terrific 
attack formula. 


keeper of the Fireball formu- 


Fire Power 


Fire Power, which creates 
multiple fireballs, is one of 
the best attack formulas and 
one of the trickiest to find. 
While the boy is being hon- 
ored at the Queen's banquet, 
you'll suddenly take control 
of the dog, who is chased into 
the steam vents. Explore the 
tunnels until you find a bal- 
cony on the left side of the 
castle. Go to the top door, 
enter the room and drop 
down the vent. Go all the 
way right, up, right, up and 
then take the next right. Now 


go down, right and down intow: 
the vent. Go right through 


two rooms and inte*the vent. 
Go all the way left, up a little, 


then ri ee pas: a 
: id 


The light-colofed squi iarks 
the entrance to laze where 
the Queen’s'Keyis hidden. 


Nei can’t see the path in this 
part of the maze, so you'll 
have to feel your way 
through. Go to the right and 
take the first path going up. 
Now go up all the way, go 
right, take the first path up, go 
up all the way, then go to the 
gight. Talk to the woman to 

the Queen's Key. Go 

k to the left and work your 

‘out of the dark area. Go 


) 


the top left corner and 
enter the vent. Go left one 
room and enter the vent. 
Keep exploring from here 
until you end up on the bal- 
cony on the right side of the 
castle. From there, you'll find 
your way to the banquet. 
You'll be thrown in jail, and 
despite the fact that you break 
out of your cell, the Queen 
will pardon you. Before you 
head off to Ebon Keep, 


_Most players Tiss the 


explore the right side of the 
castle until you find a man 
who will trade the key for Fire 
Power. The key appears only 
during the dog's first trip 
through the steam vents, so if 
you try to find it after you 
escape from jail, it won't be 
there. The instruction manu- 
al states that the damage 
inflicted by Fire Power is 
equal to the boy's current hit 
points, but this is incorrect 


iden, 
vent behind thistookcase. > 
y - 


SP ww 
Corrosion 
Take*your opponents to the 


Cleaners with this powerful 


chemical shower! After you 
escape from your cell in the 
Ivor Tower dungeon, you'll 
find the entrance to the sewer. 
Enter the running water and 
ride the current to the right, 
then all the way down. Go to 
the right until you come to a 
four-way intersection, then 
take the path going up. Ride 
the current to the top of the 
path where it splits to the left 
and right. Run to the right 
against the current (tap the A 
Button to get some speed) 
until you find a man. Talk to 
him to receive Corrosion. 


Explosion and 
Slow Burn 


You'll find the recipes for 
these combustible concoc- 
tions in Tinker’s Tower, in the 
upper right corner of Ebon 
Keep. After you meet the real 
Queen Bluegarden in the ca! 
tle, go to the tower. Read the 
book on the lower left table to 


learn Explosion, and search 
the upper left bookcase to 


find Slow Burn.  Explosiém 
can blow up enemies; 0} 
course, but it,caf’t blow up, 
barriers, stated in the 
instructi manual. Sk 

Burn’ has’ the same_effect’ as 
the Drain formulas, but) it’s 
much more powerfiil B 

attacks works+well yagainst 
Mililtiplessremies: 


f 
ef | ah 


You caip do justi Without a 
Jowof the,alehemy formulas, 
‘but this*6ne is indispensible! 
After you meet the real 
Queen Bluegarden, go to the 
far left side of Ebon Keep. 
Enter the bottom left room 
and talk to Naris. Guess the 
number of marbles in his 
hand (it’s a random number) 
to receive the formula. Super 
Heal restores all hit points, 
and it works on the boy and 
the dog. 


Stock up on Ethanol and Acorns 
for the Super Heal formula, 


Regrowth 


Pump yourself up with a dose 
of the Regrowth formula, 
courtesy of a kind woman in 
the town of Ebon Keep. Go 
up to the fourth level of the 
town and walk to the last 
house on the right. Press 
against the right side of the 
house to enter a secret room. 
Regrowth will gradually 
regenerate your and/or your 
dog’s hit points for a short 
period of time. 


Barrier 

The Barrier formula restores 
some of your hit points and 
temporarily protects you from 
all enémy attacks. Once you 
get the Windwalker aircraft 


hip up a batch of the stuff. 
It just goes to show that it 
pays to keep in touch with 
your old friends! 


Barrier will come in handy in the 
big battles ahead! 


Miracle Cure 


Feeling a bit under the weath- 
er? The Miracle Cure is good 
for what ails you, and it’s safe 
for both boys and dogs! After 
you get the Windwalker, pay 
a friendly visit to Strong 
Heart's Jungle Hut south and 
west of Fire Eye's Village. 
This stuff is better than Mom’s 
chicken soup! 


Nitro 


If you want to make a big 
impression, you can’t go 
wrong with Nitro! You can 
obtain this devastating formu- 
la after you get the 
Shuttlecraft. Land near Ebon 
Keep, then go to Tinker’s 
Tower and read the book on 
the bottom left table. This is 
the same book that had the 
Explosion formula in it. 
Speak softly, but carry a really 
big bomb! 
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Force Field and 
Stop 

Are the battles starting to get 
a little hot for you? Maybe 
you could use a couple of 
defensive formulas. Force 
Field generates a protective 
shield 


enemies in their tracks. Both 
of these formulas are hidden 
beneath the Chessboard 
between Ivor Tower and 
Ebon Keep. After you meet 
Professor Ruffleberg — in 
Omnitopia, a new staircase 
opens in the Chessboard. 
Go down the stairs and look 


The new pathis located in the bot- 
tom right corner of the Chess- 
board. 
for a man in the lower sight 
corner of this areaw) If you're 
lucky, he'll give you theefor- 
mulas free of charge. if he’s 
notfetling so generous, he'll 
yyask for an Oracle” Bone as 
{payment for his services: If 
Ayou don’t havesan Oracle 
A Bone” on you, travel. to 
Nobilia~and_buy*a Golden 
Jackal (cgst: five Jars of Spice 
or ytWof Chickens) anda 
Jéweled Scarab (cost#one Jar 
of Spice and.tw6 Bottles of 
Peffume), Return to the Ebon 
Keep*marketplace and trade 
these items for the Oracle 
Bone. What a bargain! 


‘A 


You can’t hurt enemies while 


they're Stopped, but you'll have a. 


chance to heal yourself. 


©) surenvo rower 


that blocks one or, 
more hits, while Stop freezes 


S. SE 


boy “end, w/. several 
times within a. short period, 
with chychatacter Akips 
one step oF a.feW steps 
time to solve a_singlé A 
“lem nee’ ve jotted down”a 
SEW tips: for getting past some 
ofthe many sid puzzles 
we if ge 


Th feat 
fue 
Getting through the Great 
Pyramid west of Crustacia 


Reflect 


Reflect will blunt or repel 
magical attacks for a, short 
period of time. LOOk fof the 
formula in ‘hottie 
of Onnmiitopial after’ yor 
receive the, Nei iron Blade. 
Starting fom the 2 green sec 
tion of the inkyard, $6 to, 
the pcm hen te) 
right “into the ght ‘beam. 
Walk tothe en 
the levers (use thesB; er 
to open the glass doorsy 
to the, robots tomiget A 
Neutron’ Blade, the most 
powerful sword in Evermore. 
Now go back to the left 
(don’t bother defeating the 
raptor) and activate the trap 
door by pressing the B 
Button. Go to the upper 
right and talk to another 
robot to get Reflect. With the 
Neutron Blade and Reflect | 
formula in.-your arsenal, 


you'll truly be a force to be 
SF with! 


Ai oan 


Another unique . ‘of 
sere, offEven 
you Often mus! 
party, to get past, 

or sole a 

lem. ~Many role playing 
games have used this idea 
before, but each group usu- 
ally had a major task that 
would take a long time to 
finish, and you would still 
deal with only one set of 
characters at a time. In 
Secret 


ithe way, theh e 
sight past m 
a 


bridge, thei-go left to the 


Bate, itch to the dog and 
stand on the bottom left 
symbol. Switch back to the 
boy and go through the gate. 


usually takes a lot of trial 
and error, and because of the 


Be ready to battle the Sons of 
Anhur. There's no turning back! 


collapsing bridges, it’s easy 


to get stuck. Rae at the 
base of_ pyral id, have 


juitch to a and take 
through’ Switchyback to 
the aie, ythe stairs and 


walk around tosthe door on 


theyright sidé. 
: is your nae 


y ati 
a by” a 


Set: You'llsappear at the top 
of theysyfamid. Climb down 


Go up and defeat the two 
Sons of Anhur to get the 
Bronze Axe. Be warned: do 
not leave this chamber until 
you've defeated the Sons of 
hur. If you cross the 
idge below, it will col- 
pse, and you won't be able 
fo return to this spot. You'll 
fail your mission, and you'll 
have to restart the game! 
Once you’ve won the axe, 


i 


ince inside, 


towards 


Sons of 
go to the right and use it to 


break through the stone 


You can explore side passages, but 
be careful of the collapsing 
bridges! 


After you save young ie, follow 
the path down andright. Don’t go 
down thsough thats if 
do6r. Go up and fi 
destroy another door. 
man: in cham 
ee ae 4 
room, follow ‘< de 2 
andsritht, go di ‘Oss 
sie bridge ah 
pate, to ee 
to the Jet and. 
grVet, ‘ou won't be 
Zable re sl the Regenerate 
_ spell. Switch to the dog and 
“stand on the bottom right 
symbol. Switch back to the 


the steps and enter the door. 
Work your way to the upper 
left, past the Stone Cobra 
statues, and step,onithéjankh 
symbol to,.destroy ye wall 
aboves your Goto the top 
left ‘and hefd'down the 
‘stairs. - switch togthe 
dog and juntp Ups over the 
water the area “with the 
foie symbols onrthélitloo 
Stand-on the top lefusyppbO 
to” openva gate neat athe boys 
Switch to the»boy and go 


Lie Baleay {GO up all 


ee 


of Evermore, you 
often alternate between the 


You wouldn’ er 
this quest = se: of your” 
canine pi , 


! boy and go up through the 


floor. Use the Levitate for- 
mula to place the boulder on 
the symbol on the right. 
Stand on the left symbol, 
then switch to the dog and 
have him stand on the center 
symbol. This will open the 
gate above you. Walk up 
through the gate and step on 


gate. Go past the statues 
and break down the door. 
Open the chest to receive 
Regenerate. Go back down 
through the gate, then left, 
then cross the second 
bridge. Go left and destroy 
the stone door. Enter the 
symbol room to recover the 
dog. Go back the way you 
came and cross the bridge 
on the far right. Go right, 
cross the bridge and go up 
through the door to return to 
the first section of the pyra- 
mid. Work your way left 
and enter the same door you 
went through before. Youtll 
appear back on topsof the 
7 


If the ider isn’t in this chamber, : 
aa ‘fenot ready to get.the” 
jamopd Eyes Vets J . 


he telepittey, fich i 

transport yott.to’ a different 
i Sin of the maze. When youl 
materialize, turh around’ and 

aes teleporter you 
-Ctamefrom. Keep tele- 
porting, Using the same tele- 
fer you come out of, until 
you reach Tiny’s room. (The 
number of teleports needed 
may vary, but it’s usually no 
more than three or four 
trips.) He'll give you the 
Diamond Eyes, and you'll 
automatically return to the 


in the other. The gate will 
open, and both characters 
will enter the chamber auto- 


matically. Your battle with : room you started in. 
the wicked Rimsala 
for the first Diamond 
Eyeiaw ail The Halls of 


Omnitopia 


A large part of Omnitopia’s 
Main District is made up of a 
series of rooms connected by 
hallways. Some of the hall- 
ways are blocked, and you 
must defeat the Sphere Bots 
to open them up. Switch to 
the dog and enter the top 


reat Pyramid 
‘tension 

in the game, you must 
Tinker build the Rocket 
at will take you to the 
world of Omnitopia. Tinker 
needs the Diamond Eyes, 
which are now being kept by 
Tiny the Barbarian in the 
Great Pyramid Extension. 
From the main pyramid, go 
down and right into the dry 
riverbed. Go right, enter the 
cave and step on the tele- 
porter. You'll materialize in 
a large chamber with a boul- 
der and three symbols on the 


Lat 


You can‘t harm the Sphere Bots, 
but the dog can! 


oe 


right circular,door in any oft 
the roomsg/The dog will rise 
up and hover at the same 


level asf the Sphi heré” Bots. 
Defeat the Caeser 
the center doors Porch f 


thephallways If you stat a 
ved re here’ or retu 
Omanitopi, from 
bots 
afoul sal te 
| over, If you 
pooner in Mie Main 


and it doesn’t open, 


then it’s locked permanently 


and will not have any effect 
on the game. 


The Hall of 
Collosia 

You don’t need to pull any 
clever character switches to 
get through the Hall of 
Collosia, but since a lot of 
players have been asking 
about it, here are some basic 
directions. Go to the top left 
corner of the main chamber 
and step on the switch. This 
will open a door in the left 
wall. Go through the door 
and follow the path upward. 
Hit the cube to make a 
bridge appear. Cross the 
bridge, follow the path to the 
upper left corner and step on 
the switch. Retrace your 
steps until you find another 
cube. Hit it, then run around 
the corner to the left and 
cross the new bridge before 
it disappears. Make your 
way back to the right and 
into the main chamber 
again. Go down to the bot- 
tom right corner and go 
through the door. Defeat the 
Mini-Taur to make a switch 
appear, then step on it. 


Return to the main chamber 


atte, 


lonce again. Now go to the 
bottom left corner and walk 
through the door. Follow the 


gepath through this new sec- 


tion, making sure to step on 


le. Go through the door 
it the top of the path to 
return to the main chamber. 
Go to the top right corner 
and go through the door. 
Follow the path up, right and 
down to find the Mad Monk. 
You'll cross a break-away 
bridge, but don’t worry 
about it. After you defeat the 
Mad Monk to get the Bronze 
Spear, retrace your steps to 
the bridge. Equip the spear, 
stand just to the left of where 
the bridge was and face 
downward. You'll automati- 
cally throw the spear, hitting 
a switch and making the 


Use Revealer in the top right cor- 
ner of the main chamber. 


bridge reappear. Go down 
and left to return to the main 
chamber. If you need to save 
your game along the way, 
use Revealer in the main 
chamber to find an 
alchemist. Now go to the 
top of the room and stand 
between the two brown floor 
plates. Face up, and you'll 
automatically throw the 
spear and make a bridge 
appear. Cross the bridge to 
begin your battle with the 
mighty Megataur for the sec- 
ond Diamond Eye! 
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ENIX ON A QUEST 


ne of the institutions of American 

RPGs has gone off on a quest to 

define the next generation of epic 

games, and in the process has 
temporarily closed __ its 
office. Enix America 
Corporation went on 
an open-ended saba- 
tical in November 
after six years in the 
United States. The 
parent company in 
Japan continues to be 
one of Nintendo’s 
main licensees, but it 
has decided not to 
bring out any new product in the U.S. for 
the time being. Over the years, Enix has 
published some of the classic RPGs and 


American 


Players chose how and when to evolve 
and created strange creatures with incred- 
ible physical powers. Even when it was 
experimenting with unique games, Enix 
also published classic RPGs Dragon 
Warrior Ill and IV for 
the NES, Seventh 
Saga, BrainLord, and 
Paladin’s Quest for the 
Super NES. Enix even 
explored the relatively 
empty field of science- 
fiction RPGs with 
RoboTrek, a game in 
which players made 
different types of robots 
to help them get through the game. Enix 
America’s legacy also includes games such 
as Ogre Battle, which crossed the lines 


adventures for both 
the NES and Super 
NES. The first game 
that appeared under 
the Enix brand name 
was Dragon Warrior 
II, although Nintendo 
had previously pub- 
lished Enix’s classic 
Dragon Warrior. 


between strategy and 
RPG for a truly unusual 
gaming experience. In 
an age when most 
companies think inno- 
vation is a bad word, 
Enix has given players 
a choice of some of the 
most intelligent and 
challenging games 


Some of you may 
recall the most incredible Nintendo Power 
subscription premium of all time when we 
gave new subscribers a copy of Dragon 
Warrior. The Dragon 


around. 

So what does all this mean for the 
games that Enix was planning to bring out 
in the United States, games such as 


Dragon Quest VI, 


Warrior series, which 
was Japan’s Dragon 
Quest in translation, 
continued through 
two more games for 
the NES. 

When the Super 
NES showed up, so 
did Enix, with a 
unique game that 
mixed action and simulation. ActRaiser 
boasted incredible graphics that still raise 
eyebrows. The action consisted of sword- 
play and featured large enemies, while the 
simulation segments required players to 
build villages. Enix has never shied away 
from unusual games. E.V.O.: Search for 
Eden, published in 1993, put players in the 
role of a continually evolving animal. 
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Genesis, Seventh Saga 
land Tactics Ogre? It is 
certainly possible that 
some other companies 
will pick up the games 
for American distribu- 
tion, but that is in no 
way certain. Dragon 
Quest VI has the best 
chance of showing up 
because it is such a huge title. In Japan, 
where the arrival of Dragon Quest games 
is heralded like a national holiday, Enix 
expects to sell about three million copies 
practically overnight. The number of 
American RPG players has always been 
assumed to be much smaller than the 
number of RPG gamers in Japan. At Epic 


Center, we believe that RPG and strategy } 


gamers may be a smaller group, but that 
they’re far more dedicated than your aver- 
age game player. We'd like to hear from 
you if you want these games to be released 
in the U.S. We will pass the message on to 
game publishers who might be interested 
in the epic market. You can write to the 
Epic Center at a special Nintendo address: 
Nintendo Power Epic Center, P.O. Box 
97037, Redmond, WA 98073-9737 or you 
can contact us through Nintendo Power 
Source on America Online or at our web 
site at WWW.NINTENDO.COM. If you 
want to play these great Enix games, speak 
now or start learning Japanese. 


JAPANESE 
NEWBIES 


‘| J he most popular games in Japan 
last month, according to several 
Japanese magazines power charts, 

included Mana 3 (what would have been 

Mana 2 here), Tactics Ogre, Wizardry from 

ASCII and a brand new game on the charts 

from Hudson Soft called Metal Max Returns. 

Metal Max Returns features heavy armored 

units that are used like characters in an RPG. 

Instead of stocking up on potions and learn- 

ing magic, players build newer and tougher 

battle tanks. Battle screens show your tanks 
and the enemy armor facing off. MMR also 
has a traditional RPG element in which you 
walk about in towns, gathering information 
and building up your tanks. One new RPG 
for the Super Famicom sports the unusual 
name of Crystal Beans, while another has 
the interesting sub-title, “Let's Cling 

Together.” Next month, we'll have a special 

look at the just-released Japanese version of 

Dragon Quest VI. 
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Last year's number one Super NES 
game cleandlllp with a lion's share 
of the votes, this year's winner 
had some of toughest competi- 
tion ever. In the end, Diddy and 
Dixie's incred ble adventure in 
Kremland racked @p the winning 
What made the difference? 

«C 1 everything 

well, plus it was a game for every- 
one. You didn't have to be a fighting 
fan to get worked up about this 
game, but you had to fight every 
moment if you wanted to reach 
K. Rool. This year's ACM star 
from Nintendo and Rare Ltd 


improves on last year's best-seller 
in every category: better graphic: 


better sound, more areas, gi 
challenge. And when you consid 
that the original DKC set a new st 
dard for video games in all th 
areas, you can see why D! 

the natural top pick. 
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The team of Rare and Nintendo scored again with this 
year's ultimately cool tournament fighter Killer 
Instinct. KI proved that the action of even the most 
sophisticated arcade games could be brought home 
for the Super NES. In the world of fighting games, KI introduced gamers to a whole new 
level of challenge and strategy with its huge assortment of combos, breakers, finishers and 
other special moves. Scores of players were just so dazzled by the presentation of 3-D ren- 
dered graphics and killer sound that they had to own the game and the special CD. 


Shigeru Miyamoto's magic took on a 
new look in this year's surprise hit. 
Yoshi's Island combined the frantic 
antics of previous Mario games with the 
new look of Nintendo's Morphmation 
technique using the FX’ chip. The 
wavering screens and huge character 
effects made heads turn, and the variety 
of the game play in more than 60 stages 
of platform action made thumbs burn. Although Mario returned as an infant in Yoshi's 
Island, the feel of the game owes much to the earlier adventures in the Mushroom 
Kingdom. Like the girl in the ruby slippers once said, there's no place like home. 
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Quite possibly the best 
RPG in history, Square Soft's Chrono Trigger came within a haii 
breadth of the top three positions in the closest four-way race evi 
Chrono's intertwining of plot elements and gam 
play drew players into a world of time-travel, high — 
technology and magic. An all new battle screen sy 
tem with combo fighting techniques allowed them — 
to rock in ways never before seen in an RPG. Butthe 
biggest improvement had to be the presentation o 
graphics and sound. This game gave players a sym: 
phony on the Super NES. 


Some things get better with age and Mortal Kombat 3 from Wil 
Entertainment turned out to be one of those things. The third game in the =f 
series added new characters, new moves, and new features such as. 
Kombat Kodes and animalities. The Super NES version of MK3 contained 
practically everything found in the original arcade game, including excel- f 
lent graphics and tight play control. MK3 received a Mature rating from 
the ESRB in spite of the fact that it was pure fantasy. Even so, chances | 
that fighting fanatics will make it one of the biggest hits of all time. 
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If the first Earthworm Jim was weird, Earthworm 
Jim 2 was totally demented, although in a heroic, 
wacky, lovable sort of way. Playmates gave the 
developers at Shiny Entertainment free reign to 
incorporate jokes, gags and pratfalls in the ten 
wildly different platform stages everything from 
puppy tossing to snot swings. Besides the high fun 
factor, our editors loved the variety of play, the 
graphics, the music and the cows. 


Square Soft's first Super NES game devel- 
oped in the United States impressed every- 
‘one on the Power staff. Using many ele- 
ments from Secret of Mana, the developers at 
Square crafted an engaging adventure with 
perhaps the most entertaining screen text of 
any video game to date. Evermore also 
boasted a rich variety of worlds, graphics, 
sound and such memorable characters as 
the Mummy Cat and the Pigpoodle. 


Although most of the winning titles were released in 
the final four months of ‘95, the year started off with 
a slam. Acclaim's excellent arcade hoop title, NBA 
Jam Tournament Edition, hit the court in February 
and kept the action hot on the Super NES throughout 
the winter and spring. The opinion at Power is that 
four players can't have much more fun with a game 
than with NBA Jam T.E. Tons of hidden personalities 
including the president and his wife added to the fun, 
but the two-on-two court action was the real draw. 


Fast action and incredible moves won the votes for 


NBA Jam T.E. 


Something of a surprise, but one of the 
most deserving games ever for the Super 
NES, Koei's Civilization won a loyal fol- 
lowing of strategy players who were will- + Sa 

ing to go to war to argue the game's mer- + J > 

its. Civilization requires players to think, -})] za 3 » ILIZATION 
plan and become as devious or noble as 
real world leaders. The PC game has won 
just about every award in its category and 
it looks like the Super NES version could 


You heard about it on the PC. You read about it in 
the papers. Finally, you could play it on your Super 
NES. We were impressed by William's Super NES 
conversion of this first-person perspective action- 
thriller, in spite of its Mature rating and gallons of 
spilled alien gore. What was so great? Doom is all 
about anticipation. You never know what's waiting 
around the next corner, but whatever it is, it proba- 
bly wants you for dinner. 
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E DNKEY*KONG LAND 


Nintendo squeezed its big ape super 
star into Game Boy in this rollicking 
action game developed by Rare. 
Packing all the visual appeal of DKC. 
into four megabits and four shades (or 
four colors with Super Game Boy) 
wasn't easy, but DKL showed that it 
could be done. Voters appreciated the 
depth as much as the amazing graphics. 


| ARBY'S DREAM LAND2 


Being a pink, round, bag of wind doesn't 
ordinarily give you an edge in life, but 
Nintendo's Kirby turns it into a virtue. 
His latest adventure gave our editors 
some of the best all-around platform 
gaming action of the year. Kirby's pals 
added a new dimension to the huff and 
puff of previous Kirby games, This was 
avery close number two choice. 


42 
| ADEFENDER/JOUST 
Nintendo's arcade classic series recreat- We 
ed many hit titles from the early eighties, 
back when most video games and alot of [Fim = 
today's players were still wearing dia- 
pes Some of the games, such as 
Jefender and Joust, rose above the primi- 
tive technology with great game play. Our 


tosfat editors picked Defender/Joust 
as the best of this series. 


is 
Hon 2 


me 


ACM technology isn't limited to apes. 
Nintendo's Killer Instinct for Game Boy 
made use of rendered characters and 
animations to recreate the arcade hit. 
KI turned out to be one of the finest 
fighting games ever for Game Boy. The 
Super Game Boy enhanced borders, 
color pallets and sound were cool, too. 


Possibly Gee) more difficult 
than describing Mario's Picross is 
defeating it. This brain teaser took us 
all by surprise whenit was released 
last summer, captivating us for hours 
on end with those fill-in-the-dot pic- 
ture puzzles. It is destined to become a 
standard for years to come, for gamers 
and non-gamers alike. 
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uat soy WARIO LAND 


Wario Land ran away with the voting 
for Virtual Boy, capturing all but one 
of the first place votes. It's easy to 
see why. Wario Land has it all special 
effects, a fun main character, variety, 
real 3-D, plenty of action and lots of 
hats. Wario Land shows what the 
Virtual Boy is all about. It's simply 

the best. 


| “7 MARIO'S*TENNIS 
Easy play control and a host of Mario rs: 
lace for Mario's Tennis. Early buyers of i 


characters helped capture second 
irtual Boy received this game in the 

pacroge. Itmay not have been as 
lashy as Virtual Boy Wario Land, but 


the 3-D tennis game served up a court- 
ful of fun for first-time players, 


Although Golf didn't come out until 
November, it was definitely first rate. 
Good use of Virtual Boy's 3-D effects 
and multiple backgrounds madeit a 
visual treat. The developers at T&E 
Soft makers of the True Golf Classics 
series hit the sweet spot with their 
excellent and realistic play control 
system. 


Galactic Pinball climbed into fourth 
place probably because it was so play- 
er-friendly. The 3-D attributes of 
Virtual Boy added graphically to the 
gare while not adding to its difficulty. 
he voting editors thought that 
Galactic Pinball would have been an 
excellent pinball game on any video 
game system. 


Pp eepeavanat 


Last of the best, Red Alarm may have 
been one of the most challenging 
games of the year. The 3-D vector 
shooter kept virtual pilots hunched 
over their controllers as alien space- 
craft and beings streamed out of a vir- 
tual universe. A very cool replay mode 
gave pilots the chance to relive their 
moments of glory. 
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What does Ken Griffey Jr. love almost as much as playing 
baseball? That’s simple, playing video games. During the off- 
season, Junior’s second home is the Redmond, Washington, 
offices of Nintendo of America. Here, he checks out the latest 
video games and upcoming titles still in development, but 


recently Griffey has been playing just one title—the second 
Super NES game to bear his name. Like the Mariners’ incredi- 
ble playoff run in ‘95, Ken Griffey Jr.'s Winning Run will open 
a lot of eyes when it debuts in spring, 1996. Rare Ltd. in 
Twycross, England, used the same ACM techniques developed 
for Donkey Kong Country to give players in the game a more 
realistic look and feel. The resulting 3-D modeled animations 
raise the level of Super NES sports graphics to a level never 
before seen. 


ALL-STAR LINEUP 


Ken Griffey Jr. may be the best player of the decade so it’s nat- 
ural that his video games should live up to the same standard. 
The original Ken C 


ey Jr. Presents Major League 
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Baseball did a great job of bringing a fun, 

arcade-style baseball game to Super NES 

owners. Ken Griffey Jr.’s Winning Run 

goes much further and, unlike many sports 

sequels, it doesn’t just update rosters and 

tweak a few features. This is an all-new 

game, from the playing field on up. There’s 

still plenty of arcade fun in the animations 

and the attitudes of the players, but gone are 

the cartoon-like characterizations. The new 

game features ball players rendered on 

Silicon Graphics workstations in three 

dimensions along with ballparks that have been modeled on the 

teal stadiums. The result is realistic players in realistic ballparks 

“We wanted to include the attitude of the first game but in a 

more realistic package,” notes Dan Owsen, Nintend roduct 

Manager who has been working on the Griffey game. “You'll 
have everything but the hot dogs.” 


That realism begins with four play modes, 
including the Major League Challenge in which 
one or two players take on the entire Major 
League one game and one team at a time. If 
you choose Atlanta or Cleveland, that might 
not be too tough, but what if you play with the 
Twins or Marlins? You'll find all of the MLB 
teams and logos and, although actual players 
don’t appear in the game, the teams share the 
same strengths and weaknesses as the real 
teams. For instance, the Braves command 
respect on the mound and the Mariners and 
Indians can tear you apart with power hitting. 
Players may also jump straight to the World 
Series mode for the fall classic starring two 
teams of their own choice. What if the Dodgers 
met the Angels? Or if the Rockies faced the 
Reds? You could even descend into the realm 
of pure fantasy and match the Yankees against 
the Mets? Hey, it could happen. If instead you want a one- 
game spectacular, the All-Star mode gives you the best of 
both leagues and a Home Run Derby for a little showboat- 
ing. But the best mode we saved for last—a full, 162 game 
season which can be saved with the game’s battery-backed 
memory. Nintendo took a page from the Tecmo sports play 
book on setting up this mode. Up to eight players can 
choose to play any team, and they can switch their choic- 
es as the season progresses. That means you can set up 
leagues of eight alternating players and play every game 
one-on-one if you have the stamina. 


TAKING THE FIELD 


Options and modes are great, but what 
about the interface, or, the field on which 
you play and the play control? Ken Griffey 
Jr.'s Winning Run hits the long ball in both 
areas. As you can see, it looks big league 
all the way. Advanced Computer 
Modeling techniques create the most real- 
istic graphics of any video baseball game. 


A 


MERI 


It’s well-designed, too. The batting perspective from behind and 
slightly above the catcher gives both the pitching and batting 
players clear views of the ball. Once the ball is hit, a speed 
streak follows it, giving the defensive player an extra visual clue 
as to where the ball is headed. As the ball leaves the bat, the 
camera angle shifts higher for fly balls and there is no awkward 
load period as in some games. The perspective follows behind 
the ball while the defensive player moves the closest character 
to make the catch. A radar screen in the corner can give you fur- 
ther help, but it’s not really necessary as it was in the original 
Ken Griffey Jr. game and in virtually every other baseball game. 
For once, the defensive player actually has a chance to react to 
the ball as it leaves the bat! And Rare has added other realistic 
cues to help fielders. For instance, if a ball is hit in the dirt, it 
makes a puff of dust. As for control, defensive players can 
make a Hard Throw to cut off a runner. The speed of such a 
throw may be faster, but the 
chance of it going astray for an 
error is increased. 
To manage your defense, you 
need to know how to position 
your players with respect to a 
particular batter. Winning 
Run allows you to set outfield 


and infield positions 


seLect 
fo exir 
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wherever they need to be to make the out. In addition to the 
on field action, managers can change their lineups (which are 
saved automatically) and bring in relief pitching and pinch-hit- 
ters. There’s also a Trade option so you can fill in the gaps in 
your lineup. One interesting element of the Trade option is 
that you can trade only players with similar skill ratings. You 
may be the manager, but you aren’t the front office. The 
only lapse in realism is that you won't be sacked for losing. 


a NUMBERS 
I ~ 


It’s often been said that baseball is a 
game of statistics. Almost every move 
i a major league player makes gets writ- 
ten up in some stat and those rows of 
numbers document the skills of players 
and their teams. One of the chief goals 
), of the Ken Griffey Jr.’s Winning Run 
development team was to make it real- 
istic, and that meant including a hefty 
helping of statistics. The two tables 
below show 12 stat categories for 
batting and for pitching, but the 
stats don’t show the whole picture. 
Individual player ratings indicate the real 
strengths and weaknesses of each player. For 
batters, the six categories include Hitting Vs. 
Lefties, Hitting Vs. Righties, Power, Running 
Speed, Arm Strength and Fielding Skill. Pitchers 
are rated on Stamina, Control, Velocity, Fielding 
and Throwing. Colored meters graphically show 
the natural attributes of each player. If you’re an 
ace, the player’s season statistics might appear 
much higher than his potential rated talent would 
indicate. For instance, you could have a mediocre 
pitcher having an all-star year if you pitch well. 


AB H 2B 3B HR BA 
G R RBI SB BB SA 


WL S ERA SO IP 
BB H ER SO/S BB/S 
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In addition to all the individual stats, the numbers are used in the 


Season mode for tracking league leaders in many categories. 


ON THE MOUND 


Central to every video baseball game are the pitching options and 
control. There are probably as many theories about what consti- 
tutes realistic pitching as there are baseball games. 

Winning Run makes it simple, but realistic. Every pitcher has thre 
basic pitches (fast ball, change up, and curve ball) plus one spe- 
cialty pitch like a super heater or a knuckleball. Once the pitch is 
selected, the pitcher throws the ball and the human player guides 
the path of the pitch slightly to the inside or 

outside. How accurately 


can guide the ball depends on the pitch 
and the Control rating of the pitcher. Don’t expect to throw weird, 
obbly pitches that cross back and forth and do a little dance 
around the batter before slamming into the catcher’s mitt. 
Remember, realism is the goal. “Each pitcher has a range of speed 
and control,” explains Dan Owsen. “Any given pitch will fall 
within that range, but there is a random factor plus your own skill 
that gets added into it.” Pitchers also exhibit fatigue on the mound 
so that you know when to go to the bullpen. According to Dan, 
the pitching becomes a guessing game between pitcher and bat- 
ter. One of the coolest features allows players to shift the view- 
point to first base or second base to check on runners. Most 
games use awkward inset screens or switch views, but this pick- 
off move mimics the real thing. Look and throw! 


AT THE PLATE 


Ken Griffey Jr. Presents Major League Baseball had one of the best 


hitting engines in video baseball, but Ken Griffey Jr.’s Winning 
Run is even better. Timing and a good eye are the most important 


s you can bring to the batter’s box, and you don’t have a rat- 
ing meter for either of those 


attributes. If you make 
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solid contact, a power hitter like Griffey will send the ball 
out of the park because of his high Power rating, but a lower 
rated player can place the ball for a base hit if you time your 
swing right. In a sacrifice situation, you can lay down a bunt. 
To keep things moving along, the percentage of balls that go 
foul has been reduced slightly. “You also get some of the fun 
types of arcade animations from the first Griffey game,” says 
Dan. “Batters break bats and argue with umps. There’s a lot 
of attitude.” 


A RARE CONNECTION 


So what are a bunch of Brits doing making a video game of 
America’s favorite pastime? For one thing, they're making an 
incredible game of it, but it wasn’t easy for the Rare devel- 
opment team. At the be; 


ning of the project, most of them 
thought stealing a base could get you arrested and Wrigley 
Field was a place where Americans went to chew gum. That 
all began to change when Nintendo brought them to Seattle 
for a Mariners’ home stand. For four nights in a row, the 
Kingdome was home to an amazed group of Englishmen 
scratching their heads as they watched the games. 

“This isn’t at all like Cricket, is it, Oliver.” 

More head scratching. “It’s rather like chess.” 

“What is that moose all about?” 

“Can you get chips with these dogs?” 

They met with Ken Griffey Jr. to learn more about the 
game and to experience his irreverent attitude first hand, 
because it was to be a part of the game. After they returned 
to the U.K., the team continued its education by poring over 
books and videotapes. Instruction on the subtleties of the 
game came from Dan Owsen, and lead tester, Tim Bechtel, 
both from NOA, and Eileen Hochberg at Rare’s American 
office in Miami. 

The game of baseball may have been 
new to the developers, but the game of 
making ACM graphics is their specialty. 
They used 3-D models of players, 
motion-capture animation and other 
techniques to bring the players in Ken 
Griffey Jr.’s Winning Run to life. The 
result is smooth and clear, as impressive 
as anything on a 32-bit video game sys- 
tem. The major league stadiums were 
also modeled in 3-D. One benefit of 
this approach is that you can move a 


virtual camera 
around within the 


stadium to find the fy 
best viewpoint, then 
render that vantage 
for the game. Even at 
32 megabits of mem- 
ory, Ken Griffey Jr’s 
Winning Run isn’t } 
large enough to hold 
every major league 
ball park. “A few are 


confessed Dan Owsen. 
“Coors Field, for instance.” 
Purists may gripe about Coors’ absence, but more practical play- 
ers will note that they can still have a homerun derby in the Alll- 
Star mode. Dan also let us know that h nts to include secrets 
in the game, the sort of things you might find in NBA Jam, such 
as guest players and hot moves. We asked if he knew what 
secrets might make it in the final game. “I could tell you, but 
then I'd have to kill you and the article would never be written, 
so | guess | can't tell you...yet.” Thanks, Dan. | owe you my life. 
And baseball fans will be the big winners. 
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Gargoyle and an Indian maiden. 


ee AMACIC KINGDOM sae 


Tucked away on an industrial side-stréet in 
. Glendale, California, Disney Interactive’s bland 
i exterior conceals a special brand of magic saking 


mators; ih an enti 
“keting and’ PR experts cast 


you'll hear over and over from 
at this is just the beginning. “It’s 

g ie original Disney studios back in the 
‘and 40s,” says Craig Annis, a producer who 
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DISNEY ON THE-SUDED NES 


What would you wish for if you thought it might come true? 
At Disney Interactive, a-creative team of artists, programmers. \ 
and gaming gurus has set its sights on the stars, and that’ wish 
is becoming a reality thanks to a‘duck, a couple of toys, a 


worked on Toy Stdéry, Maui’ Mallard 
and Gargoyles. “We're going to be 
able to say that we were there when 
it all started.” His enthusiasni seems to 
have infected everyone at DI, but that 
excitement is grounded'solidly on early 
results of Super NES games such as 
i Mallard. “Wait ‘til you.see this,” 
Craig, guiding us out to meet two of 
and to get our first 


nessed in the finis 
ment team at DI sha 
Mallard, Donald Duc! 
a private detective a 


weapons, Maui sets off 
adise from volcanic destr 
powerful Mojo idol. What follows is eight eels 
and 24 stages of classic, often hilarious, and 
always fast-moving action. 


The 24 megabit game 4 § 
contains some great inno- . Sf. 
2 . 4 = 
vations, including a spe- kc Ry . 
cjal method for eathing >» 
=F 
passwords, based on” per- ae 


centages of items collected 
in each stage. And there’s 
Ninja Maui to add variety. 
Maué mut pass through a 
ninja, training school at ong 
stage. From that point on, 
your versatile duck hero is 
able to transform himself from # 
laid back investigator to shad- 
owy ninja. As a ninja, Maui can 
* colléct Ninja Coins. The more 
coins he @arns, the .more 
advanced his skills become until 
he reaches the black belt level. 
As a black belt, Maui can use 
multi-hit| combos and ° special 
moves. Maui Mallard may follow 
in the footsteps of classic platform 
games such as Donkey Kong 
Country, but it offer¢ a lot of. ful, 
and new thrills along the Way. 


The DI artists show- 
caSe their work in company 
conference rooms. 


One stage puts yowin.a first-person perspective like that in 
Doom ‘and you have to ‘search through the alien crane 


e “it's not all happiness and light, either,” Craig 
computers exce P “Ks you get deeper into the game, the stages get 
Hanks and Tim All darker 5, is isn’t just a game for little 

S k ir ancl movies don’t 


project a‘terrific script laid 
game plan. The video game fi 
rows directly from the movie in several 
puter models used to eee 

| Andy’s other toys for the 


that it can 
h as movie 


ie evelopment of 

ipts, producers, anima- 

rds. 

ers didn’t settle on one game 
. Players hop al ong, with Woody the cowboy in the 

early stages, carrying out simple missions. Later in the 

game, Woody drives toy cars and flies down the street. 


—- 
eS 
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UPON A STAR” vhs 
i NOM THE SUBERNES 


(GUARDIANS OF THE P. )vs 


When Goliath awakens in the modern world, one thou- 
sand years after he was put to sleephe finds thatsehe must 
now protect a skyscraper in Manhatten. Talk about your 
rude awakenings! The Gargoyles development team start- 
ed with that premise, which is based on:Disney’s popular, 
animated television series, Gargoyles. The game begins in 
the distant past when Goliath is in his element, surround- 
ed by castles, the cavernous rook- . + 

ery of the gargoyles and all sorts 
of dark and terrible beasts and 
enemies. In the later stages of the 
game, Goliath finds himself in the 
present where he must deal with 
an alien world full of deadbe 
robots and other new dangers. 


— 
2 
= 


Who says programming is 
all number-crunching? At DI, the 
Super NES programmer also gets 
«** tofest his work. 


Gargoyles for the Super NES 
makes use of the dichotomy of 
new and old in another interesting 

iz way within the game. The rich 
animation of Goliath was created 
in. the tradi ional ha 


hand-drawn 
were used. In 


it took as long as a 


@ suree ower ciue 


ite each character. “We had to create the 4 é 
len add lighting; then bring in animators. At further than one of DI’ ‘Ss 's public rel tions agents. 

stage, the producers would add their input and we 
ould tweak the art. Finally, after all of that, we rendered 


the final images. As many as a dozen 
people might work on one character 
during that‘month: In all, about one 
hundred people worked, on the ani- 

* mation for Gargoyles.” 
Like Toy Story and Maui Mallard, 
» Gargoyles isn’t just an animation 
showcase. The game designers want- 
to expand Goliath’s world and 
its as much fesse. The 


irtists still use traditional illus- 
iqdes with cha¥coal, pens and paint. 


images are used as anda Is for computer 


others may be scanned andused in 
« their electronic form. 


One of the embarassing omissions in the video game + limit! Pocahontas has just oneday inwhich to accomplish 
library is where the collection of games designed for* all of her peace-1 making tasks. As the day progresses in * 
female players stands virtually empty. A common; and game time, the colors change. The forest may appear z 


errpneous vow is that girls just don’t like video games. . bright at noon, then: ‘bathed in a softer glow as night 


approaches. As fopiteshey, Fo Pocahontas has tested well 


play video game 
like games fille 


of ways to turn 


Ise 
en’t even th * 


poser works with all of 
lopment groups to create musi 
and sound effects for the different games. In addi- 
tion to keyboards and synths, Disney's modern 
Mozart collects digital sounds for use as 
sound effects. 
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(Castlevania: Dracula H ) 


You may not know it, but there are actually two endings to this 
game. Which one you see depends on the path you take. These 
passwords will help you get to the better ending. If you start in 
Stage 3, do not fall off the pillars, and be sure to pick up the key 
that lies near the headless knight’s chamber. In Stage 4, use the 
key to free Maria and open the path to the alternate Stage 5. 


‘= True Lies ) 


Mild-mannered Harry Tasker. Computer salesman. Husband. 
Father. And America’s last line of defense against nuclear terror- 


ists! Punch in these passwords to join Harry and his partner, 
“Gib” Gibson, as they battle the ruthless Crimson Jihad. It’s cloak 
and dagger (grenade and rocket launcher?) action at its best! 


i seas = (625 ; 
qaiarn2zs BRMKNRD 
qeamnes CXHGJIMOC 
Qa» FVIBHHF 
Gee HCHDHVUH 
errs FBJinospn 
@QiESnre HJIBGBIC 


POWER CLUB 


a 


passwords for some recent hits and classic titles. (Nah, it’s not cheating! Think of it as a 
New Year’s present!) Punch ’em in, and get set to rock n’ roll! 


Carp JFFFZHB 


( Judge Dredd ) 


It’s Judge Dredd vs. Judge Death in one of the hottest action 
titles of '95! You'll get to dash through the murky streets of 
Mega-City One, fly through the air aboard the incredible 
Lawmaster IV and scale the heights of Lady Liberty herself, all 
in the name of the Law! 


a an 
G=X=POBGB G==DcrROF 
GS=D>FrcwzZ Ga umtB 
GSaatTDyT Gla xucwv 


Blackthorne 


Blackthorne was released over a year ago, but fans are still 
rabid for tips on this innovative action/adventure title. 
Smooth, crisp animation and tons of clever puzzles will keep 
you coming back for more. (We think the best part of this 
game is just watching Blackthorne move!) 


L Stage 2-3 FBE-T 1] HCKD 
GEtaE=D TJLF JGBZ 
Gates BMHS@Era® KSCH 


(Star Trek: Deep Space Mine) 


Journey to the Gamma Quadrant and back in Star Trek: Deep 
Space Nine for the Super NES. Join Commander Sisko (yeah, 
yeah, we know he was promoted to Captain after the game 
was released) as he unravels a mystery that links Bajoran 


Ea 3. -_ 


rebels, Cardassian plots and the death of his wife at the hands 
of the Borg! 


G==z BIOPUM 
DISYIB 
NUDJIB 
GSP vESDUS 
¥YOTHOm 


(Super Return of the Jedi ) 


The Empire's new Death Star is nearing completion, and it’s 


up to you to destroy it before the Rebellion is crushed. 
Experience once again the darkest days and the finest hours 
in the war against the Emperor. Remember, the Force will be 
with you...always! 


are 
GE ED ZCTHFC 
Gla CPMRZYV 
Gia CDWLTY 
Ga ate? HLOMUL 
GSD ZZSTHZ 


( Super Return of the Jedi «ca ) 


With the new movie series just over the horizon, the public's 
interest in all things Star Wars is skyrocketing. While you're 
waiting for the new movies (and the Star Wars: Shadows of 
the Empire game for the NU 64) to be released, you can sat- 
isfy your Force-ful cravings with this tasty Game Boy title! 


Ge TFGEMmn 
HJIMHPL 
QOGTHGD 
PSUZHL 
GET SFPYSW 
cGocyvom 
KFGZHO 


( Warlock ) 


An ancient evil is unleashed again upon the Earth, and as the 
last surviving Druid, you're the only thing standing in its way. 
This spooky action pak is just the thing you need to spice up 
those dark winter nights! Say, do you normally have ghouls 
and werewolves roaming your neighborhood? 


GScEaSHPJL Gl HBLST 


Gates CDJHL GE=Esp THHTH 
Gap BRSHT GE) DCTFF 


(Wario Blast ta ) 


Wario goes head-to-head with Bomberman in this explosive 
puzzler for the Game Boy. Enter the password as written to 
use Wario, reverse the number to get Bomberman. Whoever 
you prefer, these passwords will blast you ahead of the com- 
petition! 


Gm 1048 
G==z2514 Ee 4ss1 
GE 9091 Estep 418s5 


( Jungle Strike ice ) 


We've featured the Super NES version of Jungle Strike in this 
issue’s Classified Information section, and we wouldn’t want to 
leave any Game Boy chopper pilots out in the cold. These 


Gasp 4163 


(s) 


passwords for the Game Boy version don’t give you extra 
lives, but at least you'll be able to access the later missions. 


G==Snmm> 6505068908 
GE===D 0540524815 
GE=EEnD 05507929354 
G@m=rm? 0950035238 
G@E==nD 0155908131 
GE==mD 1185402550 


(H-Men: Mutant Apocalypse ) 


Join Professor Xavier and his uncanny X-Men as they bat- 
tle Magneto, Apocalypse 


and the mutant hunters of 
Genosha in Capcom’s slick adaptation of the hit comic 
and TV series. The line-up includes Cyclops, Gambit, 
Wolverine and many more mutant freedom fighters. 


nn oe ral 8 Ed 


C Mechwarri 


ar 3050 ) 


The future will look a little brighter once you use these 
passwords. Sure, now you'll be able to jump ahead to the 
battle on the ice fields of Ridderkerk or the firefight in the 


swamps of Avon, but winning the war for supremacy will 
still be up to you. Go get ‘em, marines! 


Erp BIGBND 
Gaze FSPRNG 
Gre YHWHI1 


C Syndicate _—i+»d) 


Enter a world of shadow governments and covert operations 
in the offbeat action/adventure title, Syndicate. With dozens of 
missions to complete across the globe, it usually takes quite a 
while to achieve all of your objectives. With these passwords, 
you'll be able to take over the world in no time! 


BNkS-KJNSRWWO-6U-C 
CBBLCTB8KJZ7TJFFSFOB 
CBBMHTF8HJ77TH-TOGGB 
CBLTT-F8HJ79---H-HCB 
MCSTT-¥8HKJ79---TZKJB 
S3-LGPNHSKFUS2-SFB 


C Waterworld +) 


Make a big splash with these passwords for Waterworld. 
You must protect the Atollers from the devilish Deacon and 
his band of post-modern pirates. There’s action galore on 
and below the high seas! 


G==p HOSUP 
G=n=p HHFBMm 
QOJWLH 


C Pocky and Rocky 2_ +») 


Demons, devils and ghosts, oh my! Pocky and Rocky 
return for another romp through haunted medieval Japan in 


one of the more imaginative and fun action games of the 
past year. You can now sample all of the later stages, 
including the final showdown in the Demon’s Castle! 


G==IpFS7N G=I=MTRSC 
G==pS2YP G==DGZLR 
G=5D6DZ4 G=DsHoOO 


a-Barbera 


Inc. All rights 
‘cooby Doo and 


SUPER NES PLAYERS! 


Scooby Doo and Shaggy TV’s hard- 
est-working and ever-hiingry A 
heroes, come to the Super NES in a) 
new puzzler from Acclaim. Aided 
by Velma’s wisdom, Freddy’s inge- 

nuity, and Daphne’s Scooby Snacks, 


Shaggy and 
it 2 items ° * 
ire «2 gees (9 [0).| Bis cunning 
q3e7e y canine 
: H Ive 
ve VE Sekai toys. must so 
Gaeta four hair- 
Ss 2. raising 
os 5 mysteries 
7 and bring 


the conniv- 
i ing villains 

to justice. It’s a spooky job, 
but Scooby’s up for it—maybe. 


Snack and whack your way 
to the big bonus! 
Hidden throughout the ga 
where Shag and 
In the first one 8 
food that Scooby must 
quickly pile up to make sky- 
high hoagies, and in the sec- 
ond, Shaggy has to bop bad- 
dies on the n’ before 


e are two kinds of bonus rounds 
k up some major bonus points 


the clock runs out. 


When you're playing whack-a- 
ghoul, make sure you don't bop 
your buddies! And you'll find 
that making hoagy towers is a 
<@ very tall order. 
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It’s rough seas ahead for Scooby and his pals as they climb 
aboard an old shipwreck, the Red Ryan, and suddenly encounter 
avery salty specter! Shaggy and Scoob begin their hunt for 
clues on board, but, unfortunately, the fearful friends quickly 
get lost in the labyrinth of levels, and many important items are 
well hidden. Check the map to ensure smooth sailing. 


o the left and use your r 
igh atop the ship’s rig- 


m, then climb up the pile of cargo, 
atch the fuzzy bear, and find Velma 
to uncover the teddy’s hidden key. 


Our panicky pals will have to 
get over their fear of heights if 
they want to reach the teddy 
bear! One false step could 
mean the end, but luckily there 
are some nifty lifts to keep the 
duo floating on air. 


@) sreno0 Power 


9 Velma, then go cl 
itep to the right to 


After you have a quick chat with Velma and 
Freddy, the peg-legged pirate ghost will 
Bae Take Freddy's advice and give hima 
quick taste of your trolley. He'll vanish, but 
not before he opens a locked door. 


Hoping to find some amusement at the fair, the tenacious team 


finds the grounds deserted ... except for a particularly creepy 
clown! In order to get to the bottom of this mystery, Shag and 
Scoob will have to take a wild ride on a slide, avoid a bunch of vis- 
€ous vermin, and unseat a unicycle with a mind of its own! 


While a bell and mallet may not seem like 
important items, they’re actually 
Scooby and Shaggy’s ticket to the 
next stage of the fair. Once you've 
got them, find the . 
Strength-O-Meter 
(Daphne should be close 
by). Stand just to the left [ 
of the muscle machine 
and put the bell in place. 
Now just take a whack | 
at it with the mallet to 
win a Crucial key. 


Who would've thought that 
beneath the scrawny facade 
there lurked a real muscle 
man! But there's no time for 
& flexing—get that key to 
Fi 


‘reddy! 


Get ready for the ride of your life! When 
you're coming down this slick little slide, 


Here's a cool tip for 
" some maj 


In this adventure, an innocent outing leaves Scooby and 
his pals mired in a mysterious swamp. Is there a muddy 
monster who roams these murky woods? Does the 


despicable Dean Drabwell know of untold riches hidden 
beneath the oily soil? Will there be enough Scooby 
Snacks for our famished friends? Shaggy and his clue- 
sniffin’ pooch will have to do some serious sleuthing to 
find the answers. 


: ATI AGS a . . on the platform, then jun 
the tree tops is no easy task. The trick to Bx 2 ee — - over to the roof. There you’ 
‘an is to take very cautious leaps and to stick PS bt find a stack of tires th 

igher path. You'll have to take a few running = 4 ‘ you'll need to nab and use in 
jumps, so make sure om ‘— L the forest later. 

that you slam on the baba 

brakes just as soon as 
you land. If you make 
one misstep, unfortu- 
nately, there are no 
second chances. 


To get on track, first 
pop the pumpkin with a 
can. Next, use the 
floating platform to 
head right. Finally, 
jump off the branch 
that is farthest right 
to get back on the 
ground. 


Jump on the first set of tires to reach the 

ones you'll grab. When you get to a ledge 
‘in the forest, walk to the edge and drop 

the tires. Now you can bounce to the first 


~ 
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Next, the team sets out to investigate the harrowing happenings at the 

old Bradshaw Manor. Although they’re reluctant, Scooby and Shaggy 

must carefully check every creaking floorboard and shadowy room for 

the clues that will bring this maniacal mystery to a close. Their search 

will lead them through secret doors, perilous walkways, and possibly 
into the clutches of a villainous vampire! 


ig In the library, Shag and Scoob will need to find a 
secret passage in the upper right corner that leads to a 1 
e/ vital clue. Once you've found the book in the bedroom, go 2. Me 
to the library and start grabbing the books on the first set of 
shelves. If you can’t reach a e 
high shelf, try stacking the me ae 
books to climb up. Remember, A 
you'll need all four books to 2 
reach the exit. 


In the library, one of the 
books is near the top of 
the room. Nab it by stack- 
ing books to help you 
climb, and bonk the mice 


RB “ ety melons as you go. 
iter you've made your leap for the 
sa i _—— ‘i fourth book, head to the right side of 


the room, where you'll have to balance 
Skee the books one last time. 


When you're going 
up on the elevator, 
don’t be tempted 
to jump off to the 
left. If you head to 
the right, you'll be 
able to locate the 
very last clue. 


around the secret pas- 
alight can be pretty rough. To 
lue, carefully head to the 
id | p onto the elevator. When it 

gets to its highest point, jump to the right 
and climb over the stack of crates. Jump 
down to the platform and enter the dark- 
a doorway. 
: 


* 


pocket. Yow-ignore 


and whirring cam > 


“faces define the: 


wWelttome:to the 


There’s’ a tee time reserved.in 
your name. The same.name ts 
étched-on-the PGA ‘card 
you carry in your: 


the flashing strobes 


era motors.as you: . 
stride-to the tee 
box.A thousand 


boundary ‘of the-- 
fairway before yous 


tour: PGA Tour £96. 


1995 Polygames and Electronic Arts 
1995 T-HO. 
© 1995 PGA Tour 


ing off in a Tournament Player's Club 
e true. PGA Tour ‘96 features eight 
ious golf tournaments in the United 


That's a total of 144 grueling greens with miles of fearsome fairways and brutal bunkers! 
Pick a course, grab your bag of customized clubs, and ad-to-head against Tom Kite, Davis 


©) NiTENDO Power 


her tour pros in Match Plays, Shoot 
a ! # ii 5 . 
Skins pea BGA Ager OAs Stellar shots are displayed on automatic 
vith options, The battery-backed instant replay. Review your mistakes by 
y saves all your stats, from longest Selecting the same option manually. 


in option, something you’re going to 
eed until you get used to reading the 
game's quirky putting screens. PGA Tour 
‘96 is compatible with the Tee V Golf, the 
only licensed golf accessory available for 
the Super NES. 


You canplay PGA Tour ‘96 a variety of ways 
against a wide assortment of pros. When you're 
tired of 72-hole tournament marathons, kick back 
fona one-on-one match against a prolike Jeff 
Sluman: 


If you like to track stats, this game keeps 
them for you! Check out your longest 
drive or total tour earnings. 


PGA TOUR ’96 


PGA Tour ‘96 has practice options for your 
short and long games. While driving off the 
tee is easy to master, the putting:controhisout 
of bounds. Use the “View” option to get a read 
on the green, and move the cursor to adjust | 
your aim. While hours of practice does 
improve your short game, expect some missed 
five-foot putts because of software shortcom- 
ings. This is the game's only rough edge. 


< 
Bo 
a 
= 
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PGA Tour ‘96 
features ten 
authentic 
pros from the tour, including Jim Gallagher Jr., Brad 
Faxon, Davis Love Ill, Bruce Lietzke, Lee Janzen, Jeff 
Sluman, Fuzzy Zoeller, Mark O/Meara, Craig Stadler 
and Tom Kite. Each player's actual golf swing is digital- 
ly reproduced in the game. If you're looking for a tough 
match, tee off against Tom Kite. 


One of PGA Tour ‘96's best. features is the Variety Of games golf fans "can select'to"play. In 
addition to the dramatic 72-hole tournaments that the PGA Tour is famous for, players can 
choose from Match Play, Shoot Out and Skins Game modes. Using two controllers, up to 
four players can take to the links simultaneously. 


je ti: 


ae ; 


£ TERRY wins 1 Skin 
.. : 


Set in the rolling countryside of 
Potomac, Maryland, the TPC at 
Avenel is one of thé»most scenic 
courses on the tour, a feastefor the 
eyes of spectators and pros alike. 
Slendét fairways are lined with 
towering ‘trees,fand quiet, rock- 
lined brooks fortify tiny, convoluted 
grééns. Every June, Avenel hosts the 
Kemper Open. Craig Stadler had back- 
to-back victories at the Open in 1981 
and’ 1982. The Walrus placed 45th on 
thé-1995 money list, netting a total of 
$402,316 and placing in the top ten 
in four of the 21 events he 
entered. 


Avenel, it is the lol 
pull off a birdie 


off a fairway wo c V Ate i i 
i 0 gging for par. Gauge 
comfortable approach four swing carefully. A slice off the tee is 
STE m= 3 g 5 ish food. 


12th Hole 


454 yard Par 4 


Pull off par here and you're on the home 
Stretch. The 12th at Avenel is the tough- 
est on the back nine. Aim your tee 
shot at the left edge of the fairway, 
but keep out of the trees 
and creek. If your tee shot is 
long enough, you'll have 
an easy approach shot 
at the green. This 
hole is notorious 
for lost balls and 
stolen pars. 


© wrenoo power 


555 yard Par 5 


PGA TOUR ‘96 


Since 1928, the TPC at River Highlands has > 
been worked and reworked by three dif- 
ferent course architects. The result is a 
golf masterpiece: a refined and_pol- 
ished string of holes that challenges 
golfers at all levels of play, from 
power drivers to short game magi- 
cians. River Highlands hosts the 
Canon Greater Hartford Open each 
June. Fuzzy Zoeller finished fifth in 
the 1995 Open, his best finish all sea- 
son. A short game genius, Zoeller 
scored victories in the 1983 U.S. Open 
and the 1979 Masters. He collected 
$170,706 last year. 


Every May the TPC at Las 
Colinas hosts the GTE 
Byron Nelson Classic in 
Irving, Texas. The course 
was originally designed 
by Robert Trent Jones Jr. and later 
revised by Jay Morrish, Ben Crenshaw 
and Byron Nelson. The teamwork of 
course architects and professional play- 
ers produced a challenging course that 
offers golfers a variety of methods and 
routes to get from tee to green. Bruce 
Lietzke has won here twice, in 1981 
and 1988, both via 
play-off rounds. 


SIN Yidns ‘S 


9 off from the box on 
g Fourth, you can only 
our ball finds the narrow 
0, large, fairway bunkers. 


_A62 yard Par4 


The tree-lined 10th 
hole is probably the 
toughest at River 
Highlands. You must 
drive straight off the 
tee or take time raking 
up your footprints in 
‘one of three massive 
bunkers lining the right 
side of the long, narrow 
fairway. 


The 555-yard 16th hole is pockmarked with a 1 7 t h H oO I e 


wide assortment of fairway bunkers waiting to _ BS 420 yar dPar4 


punish all forms of dogleg corner cutters. Keep 
your tee shot out of the three bunkers onthe. mm ©The dogleg 17th neatly wraps 
left side of the fairway. Depending on your lie, “ P itself around a large lake. Water 
—=emm you might be open s borders the entire right edge of 
to a second shot the fairway. If you 
B with a long iron.or, A slice, you swim. Long, 
fairway wood to straight drivers are reward- 
navigateythe ed with a middle-iron, second 
bunker guarding. shot to the green. Just make 
| the approach to 5 sure you put/enough behind the 
| the reen..Chip.up..% club face.to. carry the rest of the lake. Land 
irdie, putt. 7 on the green for a shot at birdie. 


16th Hole* 


voLumes0 @) 


Site of The Player's Championship, the 
TPC at Sawgrass in Pointe Verde, Florida 
was designed by Pete Dye and completed 
in 1980. The 6,896-yard, par 72 course 
was built to challenge the best and enter- 
tain the rest. It is stadium golf at its finest. 
Towering spectator mounds surround nar- 
row fairways, framingemassive bunkers 
and encircling dime-sized greéhs. If there 
ere a fifth major tournament in professional 
golf, it would be here at the Player's 
Championship. In-1995 Lee Janzen won here 
with a-seOre of sfive under par. Janzen went on 
win twovother/PGA tournaments last year, finish- 
ing third/on the)PGA money list and collecting a 
whopping $1,378)966. 


Hole 


While the TPC of 
rounded by arid Arizona 
wouldn't know it on the shoreline | 
way of the 5( rd par five 15th. 
The trick to picking up a birdie on 
this hole is to make a long approach 
shot bite and stop on the smooth, 
flat surface of the island green. 


is the longest par four at 
rom the tee box, golfers see a 
tiny landing area 
4 on.the fairway, Tee 
off accurately or 
your next club’will 
lave to be a sand 
wedge. More 
bunkers greet your 
| approach shot to 
==! the green. 


17th Ho | 


132 yard Par 3 Boas 


The island green on the 17th is one of the most ! 
famous and most recognized par threes ! 
in professional golf. During the 
4 eee 3 ee, Windy 1984 TPC, 64 balls 
Z SNe found lake bottom. Aim for 
ee £ a the green or the sliver of 


oi a bunker in front of it. 
18th Hole 


440 yard Par 4 


Reputedly one of the toughest finishing 
holes in golf, the 440-yard, par four 18th 
is a nail biter from tee box to green. A 
lake borders the left edge of the fairway. 
Approach shots bouncing right of the 
hole will be devoured by a bunker. 


In the middle of the 1980's the City of 
Scottsdale embarked on an arduous pro- 
ject that would transform a barren tract of 
desert into an emerald golf oasis. Of the 
eight courses in PGA Tour ‘96, the TPC of 
Scottsdale is one of the most forgiving. 
Wide fairways and generous greens reach 
for errant shots. Davis Love III finished in 
the money here in the 1995 Phoenix 
Open. On the tour, Love was second to 
John Daly in driving distance, ripping his 
shots over 284.6 yards out of the tee box. 
During the 1988 Phoenix Open, he set a 
record for largest lead after 18 holes, hit- 
ting the ball only 63 times to complete the 
first round. 


While the green on the 
303-yard, par four 17th is dri- 
vable, the water left of the hole 
discourages the heavy hitters 
from going for an eagle. Slicers 
eat sand if they swing hard 
enough off the tee box. If you fail 
to bite on the surface of the 
green, a large bunker gladly 
snares your ball before it lands in 
the lake. Unless you have nothing 
to lose, play it safe and hope for an 
easy birdie putt. 


17th Hole | 


th Hole 
* 231 yard Par 3 


PGA TOUR ‘96 


It's not the wind that golfers worry 
about at the TPC at Southwind. It's the 


water. Lakes and streams come into play 


on more than half the holes on the 
course. The Tennessee TPC is the site of 


Jf). the Federal Express St. Jude Classic. The 
yy Hn 


‘* 1995 FedEx St. Jude Classic was won by 
Jim Gallager Jr. Gallager was no stranger 
to the leader board last year. During the 
1995 season he blew away his rivals, 
placing*in, the top ten in six of the 27 
events he eftered. Gallager placed 

eighth on the overall money-leaders 
list, collecting a total of $1,057,241. 


Hole 
‘dPar4 


e 12th plays longer 
fairway curls around 
for breakfast. Play 

nd you'll end up raking 
three fairway bunkers. 


gy This is the toughest 
hole on the course, In 

f fact, Southwind’s 231- 
yard 14th is one of the 
toughest par threes on 
the PGA tour. The trick is to 
hit the green without getting 

| wet. Gutless players can opt for 
‘the fairway to the left, but you 
might.be looking at a bogey on your 

scorecard if you do. 


SIN YIdNs 


464 yard Par 4 


You can birdie the 17th if you're accurate with your 
long irons on the second shot. In 1990, Tom Kite did 
this and came from behind to win the St. Jude Classic. 


303 yard Par 4 


While the Las Vegas Invitational usually 
hosts.90 holes.of,tournament play,on. three 
different courses, PGA Tour ‘96 features the 
standard 72+hole.tournament solely on the 
TPC at Summerlin course. This is hardly a 
shortcoming since the Summerlin course 
has‘ the best layout of the three ‘courses. 
Mark O'Meara tied for fifth place during the 
1995 Las Vegas Invitational. Named Rookie 
of the Year in 1981, O’Meara has had nine 
PGA Tour Victories in his career, including 
four at Pebble Beach. A shotmaker, O/Meara 
was seventh overall in 
Greens in Regulation 
during 1995, witha 
stunning 70.5% 

average. 


525 


Woodland's 525-yard 13th ‘ 
always ready to test your luck. 
Your tee shot has an enormous 
carry across a lake to the lip of a 
narrow fairway. Any sliced shots 
5, fortunate enough to cross the 
water usually pancake into a 


16th Hole 


————— e ® large fairway bunker. Evenif you 
F | 560 yard Par 5 ; dosurme the tpl oe shot 
a vt Bea Faroe ‘ fh Carnage, your approach shot 

si >} Do you fee! lucky? The 560-yard 6th was 3 rata ona teyialakd gree 


te) designed for pte Ifyou dodge the 4 must, 
| two fairway, bunkers, you can aim your 
)) next shot across thelake and onto the 
] green for aneagle Those feeling 
} down on theirluck me want tosetup 
| short and go for a pitcl SOROEEIL High 
rolling power hitters usually skim 
across the green and into a bunker. 


“ae 


18th Hole 
444 yard Par 4 


Golfers in the tee box at the 18th are 
up against a long expanse of hot : 

4 desert. After they land safely 
on the fairway, alake awaits 
j| the hooked shots of players 
thirsty for a birdie. Lay up 
your second shot right of 
the ateeh if you're willing to 
settle for par, and watch the 
direction of the wind before 
} you hit your ball. 


‘apy = 
@ swrenoo power 


The Shell Houston Open arrives at The 
Woodlands every April. The 7,042-yard 
course meanders through a sprawling forest 
of tall oaks. While not as tough as Avenel or 
Las Colinas, the TPC at The Woodlands has a 
reputation for sneaking up on the unsuspect- 
ing player. Water comes into play on 11 of the 
18 holes, and trees knock down any attempts 
to cut a dogleg or two. Tom Kite finished in 
the money here in 1995, but despite his 19: 
PGA Tour Victories, he has never claimed the 
Houston Open trophy. This could all change 
during the 1996 PGA Tour, especially if Kite’s 
putter finds the line to the back of the cup. 


» 


7th Hole | 


383 yard Par 4 


Alarge lake runs 200 yards 
along the left side of the 
T7th’s narrow fairway, block- 
ing any attempts to roll up 
on the front apron of the 
green. Power hitters are 
usually mired in the green’s 
large rear bunker. 


18th Hole 


525 yard Par 5 


The 18th at the Woodlands has been the site of 

dramatic playoffs and victories. Curtis Strange 

won with consecutive birdies on this hole in 
1988, beating 
Greg | Norman ina 
play-off. Errant 
or overpowered 
shots inevitably 
roll into one of 
six bunkers 
crowded behind 
the green. 


ane 
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apron. iA“tront “of. the” gréen, y 
This leaves him with a chip for 
an eagle or, if he misses, a putt” ® 
for an easy birdie. : 
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Bonus Game Practice Mode 

This handy code lets you practice the bonus games (the 
results don’t affect your regular game), as well as a couple of 
two-player games. On any stage select screen, press and 
hold Select, then press X, X, Y, B and A. Whether you win 
or lose, you'll return to the stage select screen. 


This code can be entered on 


Now you can brush up on your 
any stage select screen. 


technique between stages. 


Stage Select 

If the Quest for the Olympic Rings is turning into a her- 
culean effort, pause your game, then press Left, Down, 
Down, Left, Right and Down. Reset the game, then go to 
the Options Screen. A Stage Select option will appear! 


Pause your game at any time, 


From this screen, you can 
then enter the code. 


access any other stage. 


Stage Skip 

Having trouble carrying all those cows around? Here’s a 
code that will let you skip to the next stage to see what other 
tasty things the EWJ2 programmers have cooked up. Press 
Start to pause your game. Now press Select, B, X, A, A, X, B 
and Select. Press Start again to skip to the next stage. 


| 
Is our little wormy friend get- Too bad, ‘cause the next stage 
ting all tuckered out? is even worse! 
o— me 
Big Bucks i 


To get a jump on your competition, enter the password 

below and start your game as you normally would. You'll 
have more than enough cash to buy lots of options and g 
upgrades for your bike. Victory will be assured! 


Enter the password and start 
the game as you normally do. 


Lore 


$30,000 will buy a lot of rad 
upgrades for your bike! 


/ srpa paring 


()-SEFARAs- fr, 
4aRS35 


Stage Select 

If the original Spider-Man/Venom team-up was the “maxi- 
mum” in mayhem, then this stunning sequel is off the 
scale! To skip over any particularly tough areas, enter the 
password S, C, B, C, R, S to access a special stage select. 


= 
Enter the following password: Start your game as usual, 
S,C,B,C,R,S. then press Start to pause. 
af ONE PLAVER cane 
Use the Control Pad to scroll Press Start again, and you'll 
through your choices. be on your merry way! 
Tough Enough 
Want to make life even harder for your furry friend? From 
the Title screen,go to the Set Up screen and highlight Level. 
Press Left, Left, Right, Right, Down, Up, Down, Up, A and 
X. Anew “Crazy Hard” difficulty setting will appear! 
a 
7 
‘4 
" Be sure to place the cursor on Only the bravest possums 
g Level before you enter the dare take on this challenge! 
ame code. 


So 
) ei OY. 


[) oer 
STRIKE 


255 Lives and Best Co-Pilot 

Anyone who has played Jungle Strike will tell you that this 
action game/flight sim is one of the best (and toughest!) 
games of its kind. The high level of challenge is one of its 
advantages, but it doesn’t hurt to have some help. Use the 
passwords below to start these campaigns with 255 lives 
and the option to have Wild Bill as your co-pilot. 


Campaign 1: 8B45HP8TNMPT 
Campaign 2: 8B458P84NMPT 
Campaign 3: 8B45RP80NMPT 
Campaign 4: 8B45WP86NMPT 
Campaign 5: 8B45CP8XNMPT 
Campaign 6: 8B454P82NMPT 


f ) 


CAMPAIGN MENU 


8B45HP8 TNMPT 


ENTER PASSWORD 


Wild Bill can ride shotgun right 
from the first campaign! 


Enter the special passwords 
just like normal passwords. 


Early Spring Training 

Baseball spring training is (sort of) just around the corner! 

In anticipation of another season of unexpected upsets and 
glorious come-from-behind wins, we present a few special 
passwords for Virtual League Baseball. Get yourself a hot 

dog and enjoy the game! 


USA vs. Galaxy Team: 00443 
Canada vs. Galaxy Team: 1003 
Japan vs. Galaxy Team: 60904 
Taiwan vs. Galaxy Team: 70743 
Russia vs. Galaxy Team: #0302 
Italy vs. Galaxy Team: 01102 


fos J pla 
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Liu Hang-Fatality 


Who would've thought that an 
arcade machine would be con- 
sidered a deadly weapon? 
Stand at close range and press 
Up, Down, Up, Up, and then 
press Run and Block together. 


° 
1g" KANG. wins 


Let the Kombat Begin! 
Mortal Kombatants, take heed! Back in Volume 78, we 
introduced you to the new and vastly improved Mortal i 

Kombat 3. Now we blow this game wide open with a Seg big raga 
selection of the juiciest Fatalities, Babalities, Animalities nent. Press Down, Down, 
and Friendships this side of Outworld! Keep your hands Down and High Kick. Yes, and 
loose, your wits sharp and get ready to top off your darting! i te vom) you tittle 
victories with these awe inspiring moves! 


Liu KHang-Babality 


Sonya-Pit Fatality 


) When your sopouest is onthe 
i ropes, press Forward, 
( | Forward, Down and High 
q 
t 
la 
i 


Stryker-Fatality 


Oooo, what a mess you've 
made, Stryker! Press Down, 
Forward, Down, Forward and 
Block to give your opponent an 


misery...permanently! explosive experience! 


| 
| 
| Punch to put him out of his 
} 


S. Tsung-Fatality Sub Zero-Fatality 


‘ Shang Tsung is going to sing Here's another chilly fatality 
SS a solid steel lullaby! Stand from Sub-Zero. Press Back, 
P* )) atclose range and hold Low Back, Down, Back and Run at 
® —., Punch, then press Down, sweep range. Got any diet 
Forward, Forward, Down, and ‘soda to go with that? 
then release Low Punch. 
dl 
=“ Sindel-Fatality Cyrax-Fatality — 


Stand at sweep range and bled 
eee Run, Run, Block, Run and 

lock to give your opponent 
the ultimate bad hair day! 


At close range, press Down, 
Down, Forward, Up and Run. 
We don't know why Cyrax 
blows himself up just to spite 
his opponent, but he must have 
good mechanic! 


Jax-Fatality 


This move must be done while 
standing about a screen length 
away. Press Run, Block, Run, 
Run and Low Kick. Look out 
below! 


INTENDO PI 


Sektor-Animality 


Change Sektor into a giant fly- 
ing mouse by _ pressing 
Forward, Forward, Down and 
Up. You'll have to stand close 
to your opponent for this to 
work, 


Night Wolf- 
Fatality 


The moon casts a deadly light 
if you stand right next to your 
opponent and press Up, Up, 
Back, Forward and Block. 


Night Wolf- 
Animality 


Change Night Wolf into his 
four-legged namesake by 
fpesing Forward, Forward, 
jown and Down at close 
range. 


Sheeva- 
Pit Fatality 


Looking for a special Fatality 
for that special someone? 
Press Down, Forward, Down, 
Forward and Low Punch, and 
watch what happens! 


Kabal-Fatality 


At just beyond sweep range, 
ress Down, Down, Back, 
‘orward and Block. Just be 

glad that Kabal doesn't make 

funny balloon animals! 


Habal-Friendship 


At least Kabal has enough 
treats for all of his MK friends! 
Stand at sweep range and 
press Run, Low Kick, Run, Run 
and Up. 


> 
More Kombat Options . 
Liked those Fatalities, did you? Well, maybe we'll follow 
up next month with more moves, including Shang Tsung’s 
incredible morphs! In the meantime, chew on the codes 


below, which give you access to all sorts of game play 
Vf , 


options that you can use in different combinations. Enjoy! 


Hool Stuff 


On the Start Game screen, 
pices Up, Up, Down, Down, 
eft, Right, A, B and A. This 
brings up a “Kool Stuff" 
options screen, which includes 
a mini shooter game! 


Kooler Stuff 


How about a Quick Finish (one- 
button Fatality) option? On the 
Start Game screen, press 
Select, A, B, Right, Left, Down, 
Down, Up and Up. 


Scott's Stuff 


On the Start Game screen, 
ress X, B, A, Y, Up, Left, 
jown, Right and Down. 

Whoever Scott is, he’s got the 

Koolest options in town! 


To randomly select a charac- 
ter, press Up and Start when 
highlighting Shang Tsung. For 
Player 2, press Up and Start on 
Controller 2 when highlighting 
Liu Kang. 


Experts, shmexperts! If you've got an awesome tip or a killer code, send it in! Nintendo Power 
We'll print your stuff alongside the pros’ codes. So what are you waiting for? Classified Information 
Warm up your brain pans, crack your knuckles and press those buttons! P.O. Box 97033 


C, 
pots 


Redmond, WA 
38073-9733 
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nt Capcom’s smash-hit street- 

Ss" fighting series returns with a 
24-megabit bang! Once more,ter- 
ror rules the streets of Metro City. 
Join two-fisted Mayor Mike 
Haggar and his team of martial- 
arts masters as they battle a sinis- 
ter gang through six stages of 
side-scrolling mayhem! Final Fight 
3 features a bevy of hidden areas 
and bonus levels. A wide variety of 
attack styles, one- and two-player 
modes and lots of options add to 
the fun. 


© 1995 Capcom Entertainment Inc. 


EXIETRO City 
NEEDS A MAJOR 
gGRREET-S WEEPING: 
WAtter Haggar put the 
“Mad Gear gang out of 


business;sbloodysfight- 
ing erupted as even 


more ruthless. gangs 
i 
‘fought for dopa 
the streets. When-") ~ 


the dust had séttled, 


the Skull) Cross gang °- i 
commanded Metro 

4 sie ae Pursue the gang to this luxurious sky- 
Citys Now. it’s time to scraper, where you'll come face to face 
take back the Streets! with the Skull Cross chieftain! 
Capcom has 


Final Fight 3 b r brooms and hidden routes. iIn’some 
vidybattle with a boss! The scenery,ranges 


emplaces, you came d be 
: from seed’ its to a Chinese restaurant to a plush,” 
penthouse, You can take on the gang alone, with a friend, 
or with a cipeter-ontoled partner. Whether you 


attack in aes 
tear Or" go\it 
alone, be sure 
to break,apart 
barrels? and =~ 
crates “en 
route. They“ 
Excuse me. Mr. Mayor! conceal foodj.> >t. 
I’m Detective Lucia d 
of the Special Crimes Unit ) WeaPons@an 
other power- 
One of two new members of Haggar's ups . 
team, Detective Lucia gets her kicks by i 
\ bringing crooks to justice. 


| We've got a huge riot 
that. just broke out 
ve in the center of town! 
Riots, prison breaks, smuggling, the Skull 
Cross gang has its fingers in all sorts of 
nasty activities! 


bE a 


bia 


i 
ANG Ti On 


ala a CTRIF TG 


FROM Lh, a NBG #16 
Haggar allows no slackers ‘on his'side, nd that go 


newest comrades, Don’fibe déteived by Detective Lucia’s slight 
build. She attacks with the fury of ten macho men! Dean is a 
walking «dynamo, juicing enemies with his ElectricsCombo. 
When in a jam, Lucia launches her Hurricane Spinner and Dea 


LUCIA 


Ahard-nosed cop with Metro City’s 
Special Crimes Unit, Lucia has mastered 
many kinds of martial arts. She became 
ai fiercely loyal to Mayor Haggar when he 
cleared her of trumped-up corruption 
charges. Her fast footwork really shines 
when she teams up with another fighter 
on a two-person mission. 


GET INTO A. 
SUPER MOVE GR® 


When you start a game; the super move meter at the bottont of 
the screen will be empty. Terminate troublemakers to boost the 
meter untilittells yourthat you're in super move mode. It’s good 
for only one attack-at-a time. But what an attack! Lightning 
flashes fill the sky. Super: moveswwill devastate any rival, but your 


GUY 


Guy's 1,000 Fist-Barrage 
launches a titanic energy 
blast. He picked up this move 
while studying under ninja 
masters. Grab the enemy, 
then press Toward him. Roll 
your thumb Down and press 
the Y Button. 


LUCIA 


With her blinding speed, 
‘Lucia is the only fighter who. 
doesn’t need to grab her 
enemy before beginning a 

- super move. Launch her Hard 
Hit Knee move by pressing 
Down twice, then Toward. 
Finish by pressing the Y 
Button. 


EUPERE 


yyour,enemy's strength meter. If it’s.n x , you can usual- 
‘Wy finish him or her off with a less-ta: it a 2 te 


— 


Girl pas 
2 As on ese a ‘Mega-Crush 


attacks depl . Haggar and Guy also have Mega-Cr 
attacks. Try to your strength by keeping a close eye On 


Dean 


It's whispered that this mystery man with 
‘supernatural powers is not quite human. 
Dean was a top attraction on the street- 
fighter circuit when he caught the evil 
eyes of the Skull Cross gang. After he 
refused to join, enraged gang members 
brutally attacked his family. Now he's out 
for revenge! 


“e AA 
best Zhi lobe them for telat th maior enemies 
found-at the"end Of every stage. That’s ni jays @asy. Major 


enemies move especially fast and like to surround themselves 
with pesky stooges. 


HAGGAR 


Begin Haggar's Final Hammer 
move by grabbing an enemy 
then smoothly rolling your 
thumb from Toward to Down. 
Finish by pressing the Y 
Button. Even major enemies 
take serious damage from 
this spectacular attack. 


Dean 


Grab an enemy, then roll your 
thumb from Down to Up. 
Finish by pressing the 
Button. Ever-humble Dean 
calls this move the Scrap 
Dunk, but a better name 
would be Adios, Amigo! 


oman 


ROUNDIOT : WE.c. POLICE ent 


Shattered police cars circlé a precinct station in mute testi- 
"yl te ruin brought by. the rioters. Most of the Skull 
Dene gang has moved on, leaving wannabes and unproven 
wlers to keep this part of town mean. You will have to 


prisoners inside the station house. Then 
pool outside; where Skull Cross gang me! 
put you inthe*tank! 


You've, stumbled across Skull Cross members 
brazenly a to steal some classic autos right 
out of the showroom! This intriguing stage has 
two paths. After thwarting the would-be auto. 


eves, the docks to chéck out 
me cridlbbe.s: there. An wide fel route 
takes you to Id bu; owdown 
with the eat nf ick 
Be 


+ ra i ke 


ath you tak Foe, Sabbing 


12k <n 


DAVE 


Arenegade cop 
gang, Dave's de: 


ROUND MHMREEew, AUTO ROW 


TWO ROUTES TO THE 
TROUBLEMAHERS 


After you clear the sidewalk of put 


pedestrians, a bus headed to the docks may 
. Once aboard you'll have to elf 
witha Leet of thugs, 
who simph 
stay in 
Sometimes the bus will 
take you to an old bus 


Caine, also known as 
J “The Destroyer.” 


sweep the streets of vermin before locking =i 


s crossed over to the Skull Cross 
st attack is the Giant Jump. When 
he leaps into the air, move away fast! His shadow will 


FINAL-FIGHT. 3. 


The riot was a ruse to break/a/Skull Gfoss gang memberoutiof — make their first appearance hereysA soon as’ you see these 
prison! Now.you’ll have to.pursue.the thugs through the back SUMO. look-alikes, you'll have to attack or retreat quickly, Give 
streets of Metro City. Two big brilisers, Arby and Fat Jack, : enough timeand they'll plow you into the pavement! 


SIN 4idNs 


a 

| Just before the chain-link fence, duck into the diner for some fast 
food and faster fighting. You're not likely to find any mellow music on 
the jukebox. After all, table service here means a table slammed 
onto the head! While squaring off, don't forget to eat a square meal. 
It willreplenish your Strength Meter. If you decide to skip this lovely 


restaurant, Callman will track 
you down in a nearby park. 


CALLMAN 


You're heading for trouble when you run into the head 
waiter at this barbecue joint. Callman’s been racking 
up some serious time down at the weight room, and 
he'd love nothing better than to clean-and-jerk you 
into the wall. Get rid of Callman’s toadies as quickly 
= 4S possible, then 
turn your atten- 
tion to him. Don't 
lethim get ahead 
of steam or he'll 
run right over you, 
Keep moving and 
soon it will be 
fast call for 
Callman! 


CAINE 


This Caine definitely isn’t a good 
citizen. Seeing you invade his. 
dilapidated bus yard, he'll chal- 
lenge you to hit the roof where 

_ he hangs out. Caine likes to play 
heavy metal chin-music with his 
extra-long wrench. Lugging such 
a big tool slows him down, 
though. Don’t let him take a full swing at you! Just keep mov- 
ing. Caine is also nearsighted. If you retreat to the far end of 
the bus roof, he'll have a hard time seeing you. Now is the time 
to launch a Jumping Dash attack by quickly pressing Toward 
twice, then the B Button. While airborne, press the Y Button. 


) Chinatown. Clear the streets of troublemakers, then take to the ‘ad 
“roof of a'swank restaurant for more furious fisticuffs. When bus- to see what’s'cooking with Wong, the master’® 
ing|the/bad guys out of the dining'room)you'll'find:that Andore _ martial-arts moves? Pu 


e e Skull Cross gang is cooking up some big trouble in little 


i After years of studying under martial-arts masters in the 
Orient's foremost dojos, something snapped inside this 
behemoth. Instead of using his skills for peace and jus- 
} tice, he joined the Skull Cross gang, Despite his huge size, 
“Wong is as agile as a butterfly. Watch out for his tumbling 
attack, and be especially wary of his necklace. It gives 
i him the power to freeze opponents! 


E@OMD Seco v's rue trop 


Your long fight culminates here, at the Skull Cross gang’s head-" rooftop helipad. Whatever'elseiyou do, don’t be lulled-by the 
quarters inside one of Metro City’s biggest skyscrapers, You'll”. gang’s luxuriously appointed sufroundings: Fear of losing their 
syhavestoyblastthrough the garden entrance andjbrawl down the. empire has driven the remaining goons:to,a fighting frenzy! 
E carpeted shes before taking a perilous elevator ridejto the Es ge 


Pre 


The Skull Cross gang has gone high tech, building a state-of-the-art 
coments center that’smanned by some of the burliest propeller- 

is around. Your access will be denied unless you can short-cir- 
cuit to the three stiletto-wielding sentries outside. 


©. wizv0g.rower ical iota 
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FINAL-FIGHT.3. 


y 


j 


The Skull Cross gang has commandeered a giant factory! Hunter. who swings..an extra-heavy baseball bat. Like 
Force your Way in by silencing the sentries out front and Andore, Hunter takesia lot of punishment before striking out, 
bashing opermthe'steel-plated door Once inside, you'll find ~ Yourtinal fight in'this'stage takes place under the sweltering 
Skull CPOSSHBHI bers crisscrossing! the’ place Watch oft for “§ ‘hea ofa blast furnace: 


DIGITAL DUST-UP 


‘Soon after enter- Be gj 
ing the factory, 
you can kick open 
a door and enter 
the computer 
room. Knock out 
the thugs keeping 
guard over the factory's nerve center before returning to the factory floor, Wherever you are, 
don't neglect fragile but pesky troublemakers like May and Joe. Remember that any enemy 
can damage you, even if he or she has very little energy left. 


This power plant with purple hair is your tough- 
est foe yet. Stray moves fast and has surround- 
ed himself with a passel of pests. While they're 
buzzing around, Stray will try to crush you with 
his power leap, then turn off your lights with a 
mean jab from his claw hands. 


if 
it 
i} 


BLACK 


With his criminal empire crumbling, Black decides 
to take matters into his own burly hands. The mas- 
termind behind the Skull Cross gang helicopters in 
for the final showdown. Wait out his whirling 
dervish attack, then hit hard when he catches his 

. Black will also try to rake you with his nasty 
rop. To finish this evil genius off, you'll have 
to pin him against the high-power transformer. 
Shocking! 
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ran Fat Oeetrt} 2 mee on a ! b 
Atlus’s Virtual Boy romp is a great fit for players wh like 
their puzzles packed with action. The story follows the Jack 


Bros. through more than fifty levels of perplexing pranks as 


they try to find their way home. You can select'your favorite-of . 

the three bros.: Jack Frost attacks with jee~Ja@¢ Lantern flings 

fiteballs and Jack Skelton wields.awicked’ .@” i 

blade. Each has his strength. Jack Frost, for am A 
example, is on the nimble side, while Jack a ‘ 
Skelton relies on pure power. With them on their trek is -F 


a fairy guide who offers helpful tips for exploring new areas 
in the 3-D environment that has the trio popping from fore- 
ground to background. a 


JACK BROS. 


BPS Ey 


Inside the various’ labyrinths, the Jack Bros. will” 

encounter hazards and obstacles that will put their 

nimbleness and wits to the test. In some places, 

spikes rise from the floor, impaling hapless bros. who 5 
are standing above. In other spots, the bros. will have 

to-figure\out/how to push boulders ‘ 
into: place’ to~blockslasers-and open ~~ 
corridors. And they’/IF also have to: 
dodge the occasional Paradieé,-deadly 
spikes that fly in fromthe sides to Flat 
ten less-than-fleet-afoot intrudefs. th’ 
any case, listen to the wise fairy!guide 

to find out what dangers lie ahead. 


aN 
\ 
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Move THe 
POULVPEFS ™* 


Plan ahead when pushing boul- 
ders around so you don't block 
your way to the exit. If you make 
the wrong move, you could be 
stuck. Sometimes you can use the 
Stones to block lethal lasers, 
deadly blasts of fire, or attacks 
by invincible enemies. 


You must find all of the keys before you -;——+— 
can exit each area, and many areas have 
more than one exit. The one you choose 
4 will determine where you'll land on the 
level below, so you should plan your 
leap carefully, You can save a lot of time 
by landing near an exit on the next 
level. There are also warp platforms that 
you can use to move directly from point to 
point. Some warps will even transport you 
¥ from level to level. If you've moved boul” pgtoy you find the necessary keys, choose 
. ders into positions that block your path,. the best exit, then jump down to the next 
“i use a warp to reset them and try again. level. You can also save valuable time by 


J Try all of the warps to see where they 
| _ lead. On some levels, such as 43 and 44, 
| you'll be able to warp back and forth. 
When you come to a place that looks 
inaccessible—one that's blocked by boul- 
ders, for example—try using a warp to 
get there. 


~ 
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using warp platforms to move around, 
even between levels. 


JACK BROS. 


I 
i 
Inside the various’ labyrinths, the Jack Bros. will” >= 
encounter hazards and obstacles that will put their re ) 
nimbleness and wits to the test. In some places, x (S 
‘. 


spikes rise from, the floor, impaling hapless bros. who 
are standing above. In other spots, the bros. will have 
‘to~figure‘out/how to push ‘boulders — ' 
into: place’ to~blocksJasers-and open — 
» corridors. And they'll also have to 

“ dodge the occasional Paradieé, deadly 
spikes that fly in fromthe sides to lat-". 
ten less-than-fleet-afoot intrudets, thy 
any case, listen to the wise fairy’guide 
to find out what dangers lie ahead. 


ms 


ois t 


MOVE THE 
POULVPEFRS 


Plan ahead when pushing boul- 
ders around so you don't block 


i = 
your way to the exit. If you make (} 
the wrong move, you could be r\ | rd e. 
stuck. Sometimes you can use the 
Stones to block lethal lasers, 
deadly blasts of fire, or attacks . \ y 
by invincible enemies. 


You must find all of the keys before you =~ = 
can exit each area, and many areas have 
more than one exit. The one you choose 
will determine where you'll land on the 
level below, so you should plan your 
leap carefully. You can save a lot of time 
by landing near an exit on the next 


level. There are also warp platforms that ] 
you can use to move directly from point to 


ti 


i 


point. Some warps will even transport you ; 
f level'to level, Vf . d boul: i Try all of the warps to see where they 
rom Tevet to level. you've moved boul after you find the necessary keys, choose | lead. On some levels, such as 43 and 44, 
ders into positions that block your path,. the best exit, then jump down to the next you'll be able to warp back and forth. 
level. You can also save valuable time by When you come to a place that looks 
using warp platforms to move around, inaccessible—one that's blocked by boul- 
even between levels. ders, for example—try using a warp to 


get there. 
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use a warp to reset them and try again. 


1996 BPS. Licensed to Nintendo 
198 lintendo. All rights reserved. 
trademark of Elorg. 
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TETRIS BLAST 
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As in Tetris, the goal of Tetris Blast is to clear away the blocks before the stack gets too { * 
high. Tetris Blast gives you a few new tools to work with. The most notable, of course, is the 

bomb. When you complete a row of blocks, the bombs in that row explode. It only takes a few 

small bombs to clear out partially completed rows. If you blow up enough bombs, you'll clear the 

entire screen! Tetris Blast also lets you slide your blocks into position. In the original Tetris, you found 

yourself in big trouble if you failed to position your blocks as they fell. In this version, you can slide 

your blocks after they land to reach those hard to get places. 


/ays risky business, but if you plan ahead and place your video 
bombs carefully, you'll escape explosions unscathed. If you can group four bombs togeth: 
er, they'll form a mega-bomb.When you complete a row that includes'a mega-bomb, it will 
blow up all nearby bombs. If you detonate several mega-bombs at once, they will clear the 
entire screen. Just remember that, to get a mega-bomb, you must place the four bombs 
together before you complete the row. You must allow time for the four bombs to morph 
together before completing the row. 


There are three ways to play Tetris Blast. First, you can learn how to handle an explosive stack of 
blocks in the Training Mode. You have ten drop-speeds to choose from, and all you have to do is stack 

and destroy blocks as they fall. There’s no end to this mode. You simply stack and blast until you think 
you're ready for a showdown. In the Contest Mode, you stack blocks as they fall into a partially filled chute. 
The trick to this mode is to find ways to fit falling blocks around the blocks that are already in place. The tough- 
est form of Tetris Blast is the Fight Mode, in which insect enemies try to make a mess of your game. 


So you think you're 
a master at Tetris 
Blast. Prove it by 
linking up with 
another blas- 
tronaught in a two- 
player showdown 
using Game Link. 


In the Fight Mode, you crush or blow 
up insect enemies to stop them from 
adding blocks to the stack or from 
eating your bombs. 
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Tetris Blast’s Fight Mode pits you against block-chomping pests like Cubit, Gloop, 
and Squidly. They may look like they’re clueless, but watch out. These Tetris ter- 
rorists have strategies for making a mess of your game. 


the Bugs 


joing head-to-head against the bug squad takes a little 
practice.They float around the blocks stirring up all 
kinds of trouble. Some of them add blocks to your stack, 
making it hard to tell where you should place the next 
block as it falls. Some of them eat your 
bombs and are especially fond of mega- 
bombs. Doc Grub can be particularly irri- 
tating when he smiles up at you from the 
hole that used to be a mega-bomb, just as H 
you're getting ready for a big blast. The i 
worst thing the pests do is create entire 
rows of blocks. If you don’t clear your 
head. He’ stack quickly, theyll put you out of 
slow-mi business. Fortunately, you have to deal 
pest that is easy a with only one of the pests at a time. 
to beat. Hit him = 7 z 
with a couple of Of course, in a fight like this, the 
mega-bombs to best defense is a good offense. If you 
eT drop a load of blocks on their heads, 


: saa oe 
you can crush them as they try to dig pl ber | ya! 
themselves out. If you can trap Pe, Ce) Soe EH 

4 


PA 
Cubit is a block- 
a 


them under a row as it explodes 
from the screen, they'll absorb the 
damage. If you nail them enough times, 
ae you'll crush them for good. If you're playing 
Squidly iS 10 wi ion against munchers, pin them under complete 
only spits Block: Can absor® rows and blow them up with small bombs. 
miles ot explosions before Mega-bombs take so long to make 
Gace that the munchers will eat them 
before you can detonate them. 

Mega-bombs are effective 
— against block-spitters, though. Fast moving but weak, Gloop 
When the big boomers explode, they set off makes your blocks drop 
chain reactions that get the creeps no mat- eee re caine, 
ter where they're hiding. good thing he can’t take a 
punch. 
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TETRIS BLAST 


= 


SEC INE BRECS 


In the Contest Mode, you have to clear existing blocks from the chute by placing new 

blocks and bombs around them. Try to clear the chute out as quickly as possible, because 
Wn. racing the clock in this contest. The game keeps track of your times and lets you know 
when you've set a new record. You may want to practice up on the Training Mode before try- 
ing this one. It may start out slowly, but it gets harder fast. 
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0 e harder lev- 

of Tetris, you know about 
clearing existing blocks away by 
filling the spaces around them 
and forming lines. The same 
principal applies in the Contest 
Mode of Tetris Blast, except that 
in this version, there's more 
space between the blocks, so 
it's harder to fill in the spaces 
to clear lines. Use mega-bombs 
to win. You can clear lines 
with small bombs, but you'll 

never get all of the stray 

blocks with little blasts. In fact, 
the best way to shatter old records is by 
planting three or more mega-bombs 
around the screen and setting up a chain 
reaction. If aligning four bombs to create 
a mega-bomb sounds hard, here's a bit of 
good news. Each time you detonate a 
mega-bomb, you'll be rewarded with 
blocks of multiple bombs. With a little 
work, you can replace one mega-bomb 
with three more—enough firepower to 
clear most screens. a Tr i A 
ri Te | 


When you place four. 
bombs together, they 
form a powerful mega- 
bomb. This is the best 
tool for clearing the 
screen. 


Once you've created your ultra-powerful 
mega-bomb, you must finish a line of blocks 
around it to make the bomb explode. 


The force of a mega-bomb will make all 
nearby regular bombs explode, setting off a 
record-setting chain reaction. 


Mm 
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Most video pinball games combine several playing fields with 
varying themes and bonus systems to add variety, but in the 
end they really don't give players much variety at all. The 
Getaway concentrates on one theme and gives Players 
options so that (i - — 

they can earn 
bonuses in differ- 
ent ways. If you 
stay clear of the 
drain, you can earn 
dozens of bonuses 
for extra balls and 
points. The verti- 
cally scrolling 
board can be hard 
to read when the 
ball starts flying, 
but if you know 
where to hit it, this 
game turns into a 
joy ride. 


traffic 
super chargers, 
three flippers, 
one hideout and 
a tunnel. At the 
start of the 
game, you have 
five balls and 
your Car is in first 
gear. By keeping 
the ball in play 
and aiming for 
bonus areas, 
some of which 


light up"during the course of play, you wrack up points, shift 


LIFE IN THE FAST LANE 


There are many ways to take your car 
to the limit and beyond in The 


- 
into the Tunnel for extra bonuses or to rete 4 


hold it during Multi-Ball. Another route 
to bonus jack pots is the Hideout. 


Tuck three balls into the Hideout 
on the back ramp and you 
could be shooting Multi-Ball 
around the next turn or driving 

ealcar in Video Mode. 
fimes, the great escape comes 


per play field have 
three lights, Hit the'same lights on each of the 
three traffic signals. Once the Lock Lit sign 
flashes, send a ball to the Hideout. 


Sal nae 
To start the Supercharger, send the ball up the 
center left ramp. After reaching fourth gear, you 
can score millions by sending the ball through the 
Supercharger loop repeatedly. 


about due to careful setup and plan- 
ning. With this in mind, activating 
the Kickback bumpers will keep 
you out of the drain and in the fast 


This is the easiest method to keep your balls in 
play. Hit the three targets on the right and left 
sides of the lower part of the play field to acti- 
vate the Kickback bumper. 


Multi-Ball play gives you three balls at once. The 
trick is to keep them away from the drains, so 
make sure Kick Back is activated and keep one ball 
in the Supercharger or Tunnel. 


ON THE ROAD 
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BIG HURT is a registered 
trademark of Frank 
Thomas and is licensed 
for use to Big Hurt 
Enterprises Inc. 
1995 Acclaim 
Entertainment, Inc. 


BASEBALL 


Think you're ready 
for the big show? 
Then check out 


= 
THE BIG HURT 
TLE, bit SIU 

£ Acclaim and the American League's 
Acclaim's ultra two-time Most Valuable Player, 
Frank Thomas, turn in all-star per- 
realistic new formances with Big Hurt Baseball. 
Would-be Buck Showalters can hone their 
Game Boy title. management skills by sending in a pinch- 
hitter and getting a reliever up in the 
Packed with bullpen. The sophisticated pitching 
engine allows you to control the loca- 
tons of options, tion and speed of eight different pitch- 
es. Some gamers might complain about 
Big Hurt Baseball the tack of a two-player mode and 
Super Game Boy features, but those are 
is guaranteed to minor flaws when set beside the 
game's many strengths. You can play a 
give you a big full season, championship series, All- TRY TO BEAT THAT! 
Star game or exhibition game. So what 

wow! are you waiting for? Batter up! 


You'd better know your strike zone if you want to 
play in Quick mode, when every batter starts with 
two strikes. 


‘OPTIONS TAKE 1 


js sure to give even the most diehard 
fan a greater appreciation for the intricacies of the _ ter's box and whether,to. swing fo! 
Game. Before every pitch, you'll have to make a truck- tact. Base-running options, include 
id jsions about pitching and fielder positioning. _ lead, stealing and rundowns 


CH 
RUNNER! 


a 


e COn- 
ing a 


DEFENSE 


Back up your pitcher with flashy glove- 
work, Carefully track the ball on the 
fielding radar, then leap or jump for 
tough-to-get balls. When a runner is 
already on base, you'll have to decide 
quickly where to throw the ball. Even 
before the ball is pitched, you can limit 
possible damage by keeping runners 
honest with your pick-off throw. Things 
get even tougher if you decide to switch 
from the default Pro difficulty level to 
All-Stars! 


is box is big, souse every 
if it. Try moving your batter 
etter hit a sinker-ball specialist 
Or away from the plate when you're fac- 


A | ingnasty breaking stuff. 


Wily pros know that you steal on the pitch- 
» er, not the catcher, so don't let a runner 
with larceny inhis heart take a big lead. 


Resear honest by frequently throwing to 
Se =a 
THAT BALL 


OFFENSE 


Think of Big Hurt Baseball as a hand- 

held coach on the inner game of base- 

ball. If the infielders move in to double- 

play depth, try to push a grounder into 

the hole between first and second. 

When facing a pitcher with lousy stuff, 

give your sluggers the green light to 

swing for the fences, Your toughest job, 

though, may be learning to lay off balls. 
In Auto-Fielding Mode, the Compl Big Hurt Baseball always tells you the ae sin the dust by dashing 
player to the ball, butit's still up to yowto throw number of balls, strikes and outs, indi- | @Position. Press the A andB 


to the right base. In Manual Mode, you can leap cated by B, S and O. Buttons and the Control Pad toward the base 
and dive for balls. you're headed for, then press Start. 
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HORSEHIDE HIGHLIG. 


z How many times have you complained about a player pulling a bone- 

head move that cost a game? Well, it's time to step in the batter's box 

h and face the chin music. Don't jump into the playoffs or else you'll 

have your batting helmet handed to you on home plate. Instead, get in 

some raps in batting practice, then try an exhibition game. Thanks to all the 

stats in Big Hurt Baseball, it won't be tough to choose a weak team as your first 

opponent. Don't worry if you lose your first few games. Even the Big Hurt him- 
self didn't become an MVP overnight! 


ARE YOU GAME? 


Start off by playing exhibition 

games or an All-Star matchup, 

‘ then move on to a full season and 

the playoffs. Big Hurt Baseball has 

no provision for injuries, but it does down- 

grade the effectiveness of pitchers who 
haven't had enough rest. 


ALL-STAR GAME 


Play the midsummer 
classic in midwinter. 
Or, pit the National 
League's best 
against themselves 
or the AL vs. the AL! 


SEASON 


The season can last 13, 39, 52, 144 
or 162 games. Between games, you 
can check the schedule and league 
standings. Big Hurt Baseball uses 
the new divisional format. 


EXHIBITION 


You'll get creamed it in the regular. 
season unless you've practiced in 
exhibition games. Go to Horsehide U. 
by picking any two teams. 


IN A PINCH 


Your starting line- 
upisn't etched in 
ig stone. You can 
always holler for 
hitting help from 
your bench 
brigade. 


viewbench 


POSITION YOUR 
FIELDERS 


Big Hurt offers 
180 possible 
defensive setups. 
You can put ona 
shift, move field- 
ersin or out, and 
cover the lines in 
late innings. 


done) cance 


F. eS 
(aE 
petals Oath 


2 Inielg shiet 
Cover Lines 


guteleld Depth 


Dutrield Sturt 
Standar 


THE PL 


MANAGE FOR SUCCESS _ 


Shrewdly using your bench and bullpen often can fF 
between winning and losing. Send in a pinch-hitter in ae! 
be careful that you don't weaken your defense. Relieve ye 
ters, but don't bring in your closer too early. Bring in you 

ters, then move it back when a slugger comes to the plate. Ey 
Baseball has a battery backup to save the game when you're interrupt d 


AYOFFS 


If you haven't 
played a season, 
you get to pick one 
team. The system 
selects the other 
seven teams and 
the matchups. 


RELIEF SPELL 


Keep track of your pitcher's velocity. 

When he starts tiring, tell a reliever to 

warm up in the bullpen. A tired pitcher 

has an efficiency rating below 99 per- 

cent. You'll want to make sure your aces 
get adequate rest 
between appear- 
ances. 


Cindicates a 

cold pitcher. 

Keep himin the 

bullpen until he 

registers W, or 
T indi 


cates tired. 
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IT S:SWING TIME 


Begint@iaamay, find Big Hurt's batting 


A >) especially challenging. If you don't 

= Want the moundsmen to burn a hole in 
3 

SP Your bat, Jimber up your lumber by tak- 


ing batting praetice. You can select any pitcher 
Ofphitter. You can also choose which kind of 
uu want to get, but you can't choose its 
velocity. Hey, the Big Hurt doesn't 
@ it too easy for you! 


GO, MAN, GO! 


_ Heads up! Brainy baserunning is 
rg often the difference between win- 
= hing and taking the collar in Big 
Hurt Baseball. Hitters automatically 
dash to first, while runners on the sacks will 
advance only if forcéd by runners behind 
them. After that, it's all up to you! You'll 
have to select each runner manually and 
the base where you want them to go. It 
sounds complicated, but once you get the 
Knack you'll find it's quite easy. 


want to 


RUNDOWN! 


and the Control 
Pad toward the 
j@\you're on. 


Clear the field. The biggest 
sluggers in the big ShOwW 
are swaggering the 
A plate! You can pick squads of 
five hitters from each league, but you can't picks] 
a pitcher or control pitch selection. Don't worry.” 

The pitcher is most obliging, serving up fat, juicy ones 
right over the heart of the plate. 


ts 


i, 


Lateettyy 


to 


UPPERCUT 


Push Up on the Control Pad 
while swinging. You don't have 
tobe arocket scientist to fig- 
ure out it's the only way to 
teach escape velocity. 


LEADING_OFF 


out for 
the pick-off 
4 throw, though. 


Don'tforget 
topractice 
your bunting. 
You can 
squeeze a 
Tunner across 
the plate by 
dragging a 
bunt down 
the first base 
line. 


READ YOUR 
RADAR 
While the screen tracks a ball in play, a 
small diamond indicates where the run- 
ners are. You'll have to react quickly to 
force a run- 
ner out or try 


for an extra 
base. 


an 

the fielder con- 
trolled by the sys- 
tem. In Manual 
Mode, the active 
fielder has an X. 


WE HAVE IGNITION 


As long as you keep hitting them out, you can 
stay at the plate forever. However, make ten 
swings that don't produce a round tripper and 
you're outta there. It doesn't matter if you 
whiff or hit a bullet off the top of the wall. 
They're all con- 

sidered outs. 


[ope sol 


rd 


OPERATION EUROPE 


HOW LONG DOES IT TAKE TO 


MINE OR MINESWEEP AN AREA? 


hile it does take a considerable 

amount of time to set up or 

sweep a minefield, there are 
several factors that contribute to the 
length of time your engineer units spend 
ona mission. Unit morale and fatigue lev- 
els, as well as the Leadership and 
Experience Levels of the Division 
Commander, have a direct impact on the 
time it takes the unit to get the job done. 
It also takes longer if the enemy is nearby. 


here are various aspects to con- 
sider when taking on a tough 
enemy. Review your enemy’s 
statistics and compare your fire power. 
Are the units evenly matched? Will your 


en Ge 
12- 1412-14 6s 


Are you tough enough? Check out the latest 
intelligence reports on the target units. 


@ wiwrenoo power 


It's important to fortify strategic defense 
points with mines, but depending on the 
unit, this process can take up to three turns. 


infantry get torn up beneath the treads of 
advancing armor? Check your weapons 
prior to combat. Damaged weapons are 
easier to destroy. Examine the statistics of 
your leaders. Weaker generals are noto- 


Weapons require maintenance after combat. 
Use your supply units to fix your armaments. 


Engineer as 
uni eBe 
Engineer - 
uni tke 


View wnich Battatlon® 


Make sure your engineering units are in top 
notch shape by allowing them to rest and 
assigning a strong, talented leader. 


WHY DOESN'T THE ENEMY TAKE MORE DAMAGE? | 


rious for tactical errors on the battlefield. 
Also, check the historical slant of the 
scenario you’re playing. Axis troops are 
stronger in the early games and grow 
weaker as the war progresses to 1945. 


You'll pay dearly for leaders who can't make 
winning decisions in the heat of a battle. 


HOW DO | USE THE DEFLATING 


RED BALLOONS? 


he red balloons in Stages 4-3 and 
T 4-7 are a handy means of tem- 

porarily getting high above your 
troubles on Yoshi's Island. Jump repeat- 
edly on the accordion-shaped air pump 
in order to inflate the balloon. Many 
players forget to fill up all the way before 
they sputter off into the sky, and end up 
deflating shortly after take-off. Stomping 
on the air pump inflates the red balloon 
twice as fast. Bon voyage! 


Inflate your balloon completely with the air 
pump. This allows you to stay aloft longer and 
collect all the red and yellow coins in the sky, 


You can inflate the balloon twice as fast if you 
stomp repeatedly on the air pump. Unlike real 


inding the key to reach the Mini- 
F Battle in Stage 6-1 is a no brainer, 
but the tough part is getting up to 
the locked door. Directly below the door 


is a winged cloud containing a seed, but 
whenever you hit it, it falls off the screen 
Stomp on the gnarled stump before you 
activate the red platform. If the stump is 


What's up with this falling seed? Give it some- 
thing to grow on and rise above your problems. 


1? ~ WHERE IS THE GOAL RING IN EXTRA STAGE 4? 


xtra Stage 4 is named "The 
Impossible? Maze,’but it doesn’t 
take much more than a dinosaur 


brain and some patience to get through 
the level. Don’t stomp on the crates. The 


Push these crates along with the current, not 
against it. Use the boxes to reach high places. 


Pound down the stump to make the red plat- 
form extend across the hole in the ground. 


key to getting out of the maze is to use 
the crates as a series of stepping stones to 
reach the higher drainage openings. 
These openings lead to another crate and 
a new passage. Push each crate along the 


It's a matter of standing on the next three 
crates once you climb up into this pipe portal. 


removed, the platform grows across the 
pit, giving the seed something to grow 
on. Climb up the fast-growing plant and 
open the door to the Mini Battle! 


If you did everything right, a plant grows sky- 
ward to the door and the Mini-Battle room. 


waterways until you find another hole. If 
you enter and exit the right pipes, anoth- 
er crate will be waiting for you. Use the 
next crate on a new opening and don’t 
let the Grim Leecher jump on your back. 
We 


epuuecete) 


It's Grim Leecher! Don't let this monkey get on 
Yoshi's back. Jump and stomp until he falls off. 
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he Poyozo Dance spell is one of 

the most powerful triple attack 

techniques in Chrono. Trigger. 
The White Stone must be equipped on 
either Marle, Lucca or Ayla. Check your 
character’s tech levels before you 
attempt the Poyozo Dance. Marle must 
know Provoke, Lucca must have Hypno 
Wave and Ayla must be able to execute 
the Tail Spin attack. 


any Chrono Trigger players are 
burned when they meet Son of 
Sun. This fiery fiend has over 
2,000 hit points and is immune to all 
spells. You can counter Son’s attacks by 


One big, burning Chrono question is how to 
douse Son of Sun, a fiery foe in the Sun Palace. 


WHERE IS THE BLACK ROCK? 


he Black Rock is hidden in Kajar, 
the second town you find on the 
floating continent in 12,000 B.C. 
Many players miss the rock because 
Kajar disappears once the Ocean Palace 
is destroyed. Inside the town of Kajar are 


The Black Rock is in Kajar in 12,000 B.C. Kajar 
disappears when the Ocean Palace is destroyed. 


© wnrenoo Power 


c 
(oe | Lucea 
by ® 4 cevetes 


Monderé 


a 
Invokes triple tech. 


“Poyozo Dance” 


To execute the Poyozo Dance, Marle, Lucca or 
Ayla must have the White Stone equipped. 


equipping the Red or Ruby Armor and 
casting Haste on your party members. 
The smaller flames rotating around Son 
are the only chinks in his hot armor. 
Keep hitting the small flames until you 
Ge... 

VEL66 


56 EU. 
stam. 


Get some Son of Sun protection by equipping 
the Red Mail, Red Vest or the Ruby Armor. 


a trio of elemental magic books. You can 
open a secret door if you open the books 
in the following order: Water, Wind and 
Fire. The Water Magic Book is in the 
upper left corner of Kajar, the Wind is in 
the lower right corner and the Fire is on 


1991 


19811991 


Laser Guard! 


The Poyozo Dance grows stronger as your char- 
acters gain experience and increase their levels. 


find Son's weak spot. Occasionally Son 
reshuffles the smaller flames, so you'll 
have to keep searching until you find his 
weak spot again. Keep your party healthy 
by casting Cure 2 and Life Spells. 


The trick to beating Son of Sunis to locate and 
strike the small flame that is his weak spot. 


a table in the middle of town. When you 
walk through the secret door you find a 
fuzzy creature that turns into the Black 
Rock. The Black Rock allows Marle, 
Lucca and Magus to evoke the Dark 
Eternal triple technique attack. 


But a “Black Rock” 


A secret door appears if you open the books in 
the following order: Water, Wind and Fire. 


Once equipped, the Black Rock delivers the 
powerful Dark Eternal triple attack technique. 


ASTEROIDS/ 
MISSILE COMMAND 


WHEN DO I GET A BONUS CITY? 


ou receive a Bonus City district 

each 

10,000 
Command. 


accumulate 
Missile 
Even if you are wiped out 
during an attack wave, you still win a 
Bonus City and move on to the 


time you 


points in 


next 
stage whenever your score clears a 
10,000 point increment. Set a point goal 
before you begin each stage and go for it 
The game never ends as long as you 


have a city left to defend. 


WHAT ARE SOME GOOD TIPS FOR ASTEROIDS? 


he key to surviving in the asteroid 
field is recognizing and prioritiz- 
ing your targets. If you can wipe 
out the most dangerous elements on the 


screen first, your chances of survival 


Score 10,000 points per stage and you'll stay in 
command forever. Take the hits when you make 
the score, You're automatically in the next stage. 


increase dramatically. Shoot away the 
asteroids closest to your ship, then fire on 
the fastest moving targets. Take on the fly- 
ing saucers as a last priority. While learn- 


ing to maneuver your ship, keep your 


Advanced stages multiply your score, making it 
easier to score 10,000 points per attack stage, 
but harder to defend all the cities on the screen. 


speed to a minimum. It's no fun careen- 
ing backwards into a rock. Use the hyper- 
space drive as a last resort. While hyper- 
space gets you temporarily out of danger, 
it usually warps you back into trouble. 


Make space in space! Prioritize targets and 
take out the closest and fastest asteroids first. 


MORTAL KOMBAT 3 


QO: Can! play.as Shao Kahn? 
No. Sorry. Nobody on earthis that evil. ~ 


Q: isthe Graveyard stage in the game? 


Nope. But if you finish enough fighters you 


Can turn every stage into a graveyard. In 
Case you're still confused, that's just a 
figure of speech. No tombstones here, 


Saucers are designed to divert attention from 
the asteroids. Don't be suckered by the saucers. 


BATMAN FOREVER 


Q: How can! use the Grappling Hook to climb 
up floors? 
Press Select and the direction you want 
on the Control Pad. To release the hook, 
press Up on the Control Pad, 


OG Which stages contain the Gadget 


Blueprints? 
Stage 2, Stage 3, and Stage 4. 


Learning to maneuver in space increases your 
survival chances. Don't rely on hyperspace. 


Counselors'Corner 
P.0. Box 97033 % 
Redmond, WA.98073- 97334] 


Q: When dol get extralives? 
Once every 12,000 points in Centipede, 
and once every 10,000 points in 
Millipede. 


= 


Can | play 2-Player mode in Centipede? 
Yes, but not if you're using the Super 
Game Boy. You need twolinked Game 
Boys and two Centipede/Millipede 
games. 
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your house, be ready to 
je Battle Zone, your chat 


Month, we'll designate an 
lenge as a Battle Zone Challenge. The objectis to 
Compete and make sure that your region is recognized inas many 
Battle Zone challenges as possible. In each issue we'll post not only the 


DKC 2 f YOsHI's ISLAND — 
You knew this Battle Zone challenge was In the Volume 79 Arena, players : 
coming. our lowest time and challenged to nail 100% in all the areas 
highest € in Donkey Kong World 3. Obviously this Was too easy 
's Kong Quest. Rumors. oi some of you egg tossers since we 
ers can fack up 102%, — were buried in photographs within a 
jow fast can they do it? It's time to week. Okay...FINE. Let's see how long it 
record and go for fame and glory. takes you to get 100% all the areas in 
in best times with the highest per- World 5! The first twenty World 5 finish= 
tages win four Super Power Stamps. ers with 100% in all of the areas coll 3 
tanky Kongs need not apply. four Super Power Stamps. 


B11 30, 7 


CopyimanIe” Erase Game 
- a 


_— THE ARE | * 


E 
Oinclude your name; address pt Number on the back Before you can enter one of the challenges, capture. your score on film. If 
oto een send in your entry for one of our Challenges. All you are taking a photo of a Super NES, first move your system near your 

s to the Chall rinted i sissue must be received no | television so you can get a photo of both the system and high score at the 
lary 15, 1996, ue Qualify for tl r Stamp prizes. The pla same time. Dim the lights in the room, then take a few photos’ 

best complete a’ EE receive four Super Power Stamps for use flash. When you are taking a photo of aGame Boy, placeit 

. towards the} jer Power Supplies. Nintendo Power Staff and take the photo using natural light (NO FLASH!). Using ag 
: determines tl select printed scores. Address your entries to: ment device results in disqualification. 


ER as ARENA 
2.0. BOX 9: 
i “REDMOND. WA 98073- 973 
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The West Coast had the highest average 
top score this month for Zombies Ate My 
Neighbors, with a jolting 1,777,360 average! 
Chris Tang, from Sunnyvale, California, 
turnedina whores score of 9,059,830.0n 
the last day before the deadline to secure 
the West's domination of this month's 
Battle Zone. The East Coast remained a 
distant second, followed by the Central 
states. What's up with Canada? Did the 
zombies get all the players in the Great 
White North? 


Dale Small 


Alba, MO $75,931,240 


Chris Tang Sunnyvale, CA 
J. Donoghue/Will Tucker Panama City, FL 
Nick Sendelbach Tempe, AZ 
Jason Ravera Baltimore, MD 
Luke Rogers Portland, OR 
Casey Foster 
Drew Hibbard 
Eric Ridgeway 
Eric Stuecheli 
Nick DeNova 
Tim Buisker 
Brett Greenfield 
Roy Miller 
David Abramowit 
Brian Seide _ 


Dragons ae heroes collide in one of the 
biggest fantasy RPG sequels ever. 


Breath of Fire Il combines 
all the ingredients for an 
epic, RPG brew. Players 
explore new lands, battle 
evil creatures, help inno- 
cent bystanders, equip 
themselves with exotic 
weapons and armor and 
solve riddles. It’s all in a 
day's work for a fantasy hero. In B.O.F. Il, you play the role of 
an orphan who sets out to find his past and his destiny. Small 
quests lead to bigger missions with parties that include up to 
four characters. In all, the hero journeys with eight characters 
including: Bow, his half-canine best friend, the winged 
princess of Windia, a cat woman and a frog warrior. An excel- 
lent battle system should make B.O.F. Il easy for veteran cam- 
paigners and RPG newbies alike. One unique aspect of the 
game involves Township, a village that you actually create by 
bringing people you meet from around the world to live there. 


PLAYER = MULTI-PLAYER 
MODE ALTERNATING 


MULTI-PLA 
SIMULTANEOUS 


JANUARY 1996 


Si 


In Township, you may build shops and items that won't be 
found elsewhere and characters who perform marvelous 
magic such as combining attributes of your party members. 
RPG fans won’t want to miss our introduction to B.O.F. II in 
this month’s Epic Center. 


Good battle animations. Excellent battle mechanics. Innovations 
) such as Township. 


(—) Poor English translation. 


Playmates 
December 1995 


& i 24 Megabits 


The toughest worm in the universe has lost his 
true love and it's up to you to win her back. 


Playmates' Earthworm Jim 
2 picks up where last 
year's game left off with 
unabridged — wackiness 
and creative game play 
that will leave players 
rolling on the floor. The 
worm who transformed 
himself into a superhero 


TT ACKED GAME SUPER ‘SUPER 
MEMORY LINK GAME BOY FX 


@)_sinTenpo power 


simply by crawling into a space suit must track down Princess 
What's-Her-Name who has been snatched away by Jim's neme- 
sis, Psy-crow. Rich graphics with slap stick animation give Jim 2 
a classy look, and the play control has been improved from last 
year's Jim. With gross toys, splattering puppies, Granny-riding 
and more in the ten types of stages, Jim 2 walks a fine line 
between idiocy and insult, but it's always entertaining. So throw 
out your fishing hooks and join up with Jim in our in-depth 
review this month. 


+) Off-beat humor. Excellent graphics and sound. Lots of variety. 
Improved play control from the original. 


—) Alittle uneven. Some stages are very simple and others are very 
tough. The humor may not be for everyone. 


Company... 
Release Date 
Memory Size 


The original side-scrolling street-fight- 

ing game returns. 

The Gearheads may be gone, but the mean streets of Metro 
City never looked so dark. The Final Fight series from Capcom 
returns to the Super NES with two new characters and a spe- 
cial automatic play mode in which you can clean up the 
streets with a computer-controlled partner. The format of the 
game hasn't changed from previous Final Fights. You still 
punch, kick and use super moves to defeat street thugs, but 
the graphics have taken a step up, especially in some of the 
backgrounds, check out 
the Chinatown stage. As 
for the game play, two 
new characters with 
new moves add to the 
fun and variety. For a 
lesson in street fighting, 
turn to this month's 
Power review. 


+) Good graphics. New characters. Lots of Continues. 


—) Alis simple, and the challenge isn’t what it could be. 


FRANK THOMAS 
BIG HURT BASEBALL 
Company... 


a Release Date 
» WORD Memory Size 


Megabits 


Welcome to the small show. Major League 
baseball goes on the road and in your pock- 
et with Frank Thomas Big Hurt Baseball. 

The Game Boy version of Frank Thomas Big Hurt Baseball 
doesn’t do anything incredible, but once you pick it up, it will 


be hard to set it down 
again. The game con- 
tains virtually all of the 
options found in the 
Super NES Big Hurt 
game—everything 
except flashy graphics. It 
also contains one of the 
best pitching engines for 
any video game, full season-end rosters, plenty of defensive 
options and, most important, a real feel for the game of base- 
ball. From the graphics on the diamond vision screen to the 
animation of batters waiting on deck, this little game does the 
Big Leagues proud. Don’t miss our Game Boy review on Frank 
Thomas Big Hurt Baseball. 


Excellent pitching control. One of the best sports titles for Game 
Boy. 


—) No Super Game Boy enhancements. 


THE GETAWAY 


Williams Entertainment” 
December 1995 
2. Megabits 


Company 
Release Date.. 
Memory Size.. 


What happens when you combine high speeds 
with pinball? The Getaway from Williams. 


The Getaway looks like 
a pretty normal pinball 
simulation when you 
first plug it into your 
Game Boy, but this Pak 
packs a few surprises. 
The biggest surprise is 
the video mode. 
Suddenly, you'll find 
yourself out on the highway, steering a speeding car through 
traffic. As long as you avoid crashing, you can wrack up the 
points. It’s not hard to earn specials, either, such as multiple 
balls, extra balls, and bonus scoring opportunities. If you want 
to make a clean getaway, be sure to turn to this month’s Take 2. 


+) Interesting variety. High scores, Fast action. 


(—) No Super Game Boy enhancements. No saved high scores. 


JIMMY HOUSTON’S ne 
BASS TOURNAMENT USA 


2 Company... 

Release Dat 

-] Memory Siz 
* 


The bass fishing craze on Lake Nintendo 
continues with this Super NES angler from 
American Sammy. 

Yes, we've seen all sorts of bass games, fat ones, skinny ones, 
ones that play like rocks. But the latest basser mixes features 
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from some of the best to 
arrive at a challenging 
tournament-based game 
with a fast learning 
curve. Award-winning 
bass man, — Jimmy 
Houston, takes you out 
where the big mouth 
bad boys of the bass 
world hunker down in 
the reeds. You'll visit real bass havens such as Lake Santee 
Cooper in South Carolina, Lake Seminole in Georgia, and 
New Hampshire’s Lake Winnipesaukee, which is as much 
fun to pronounce as it is to fish. Unlike many of the recent 
fishing games, Jimmy Houston’s Tournament doesn’t have a 
bass-cam for spying on the fish. Even though the view 
remains above water, the action below the waves is intense. 
Fighting the fish requires patience and some skill in Jimmy 
Houston's Tournament. The player must keep the tension 
below a peak limit, but you can extend that limit by loosen- 
ing the drag. Tournaments begin with an easy one-day affair 
and progressively become harder. Your tackle box contains 
plenty of lures for almost any condition. 


+) Easy-to-learn, but tough to master. Fairly realistic play. 


MARK DAVIS’ 
THE FISHING MASTER 


MS 2, Company... 
Release D: 
Memory Siz 

cy 


More fun with bass fishing and world 

class angler, Mark Davis. 

Natsume adds to the parade of bass tournament games with 
this simplified offering for beginners. The process of catching 
a lunker won't seem so tedious (or realistic) once you’ve gone 
fishing with Mark Davis. Maybe he just has a way with fish or 
maybe it’s the programming, but catching bass in The Fishing 
Master is like picking fruit off a tree. The Fishing Master sim- 
plifies the process in 
several ways. First off, 
you're limited to just a 
few areas where you 
can fish, and you 
always end up facing 
the bank from about 
twenty yards away. 
Second, once the lure is 


ab 
TPLAYER — MULTI-PLAYER 
MODE ALTERNATING 


ULTI-PLAYEF 
SIMULTANEOUS 


in the water, the fish will bite if there are fish anywhere in the 
area. One button sets the hook and you reel in your catch. To 
add to the tension and excitement, approximately one out of 
four fish wriggle off the line. The split screen shows both the 
angler and the lure until the fish is hooked, then it switches 
back to the above-water-view. Before heading out onto the 
lake, you can stock up at the bait shop with the latest in tempt- 
ing bass chow. 


+) Nice and simple. You don’t have to wait hours for a strike. 


—) So simple it’s mindless. Anglers will find very little of challenge or 
interest. Weak graphics. Annoying sound. 


Release Date 
Memory Size 


The Doom Troopers step out of the col- 
lectible card game and into a desperate 
struggle against the Dark Legion and 
Algeroth on your Super NES. 


Planet hopping throughout the solar system, Mitch Hunter and 
Max Steiner, the Doom Troopers, stand alone against the alien 
menace threatening to destroy humanity. In Mutant Chronicles, 
Playmates has put together another winner, especially if you 
love lots of action along the lines of the Contra series. In Mutant 
Chronicles, one or two players charge through heavily defend- 
ed stages toward the 
level-end guardian, hop- 
ing to have an ounce of 
life left at the end. Good 
luck. The action is bru- 
tal, both graphically and 
in the onslaught of the 
Dark Legion soldiers. 
The Wimp mode gives 
impatient players an eas- 
ier option and the passwords reward players for sticking it out. 
Your survival course begins with an automatic rifle and limited 
rounds of ammo. It’s supplemented by a powerful missile 
launcher with even fewer rounds. Power-ups of all kinds can be 
found along the pathways of the four planets and secret bonus 
areas hold treasures of ammo, power-ups, and 1-ups. We intro- 
duced you to this game last month, but this month’s full review 
shows you the way with full maps and guardian strategies. 


Excellent layout, play control and challenge. Good graphics. Lots of 
i) fun. Two-player cooperative mode. 


—) Gore galore with lots of loose heads, limbs and geysers of blood. 
{Although the game is tough, you want more of it.) 


i CKED GAME SUPER SUPER 
MEMORY LINK GAME BOY FX 
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Release Date 
Memory Si: 


PGA Tour ‘96 covers a 
lot of ground including 
five golf courses and a 
host of options such as 
tournament, practice, 
match and skins play. 
You also have a shoot- 
out option and a driving 


: 


: | 
= welll 
The tournament courses include 
Avenel, Las Calinas, River Highlands, Sawgrass, Scottsdale, 
Southwind, Summerlin and The Woodlands. The swing meter 
control is the same as in the original game from EA Sports. It 
works well on the fairway, but not so well on the greens. The 
new SA-1 chip was used for accurate tracking and scaling of 
the ball, but the graphics don’t show a marked improvement 
over non-enhanced Super NES games. You can join the 
gallery this month when Sports Scene plays a round with PGA 
Tour ‘96. 


) 


—) Poor putting control and perspective on the greens. Slow access 
times. The wind exerts too much force on the ball and changes 
direction wildly. Slow tournament play. 


range and putting green 
for honing your game. 


Lots of course variety. Good play options. Many of the pros are in 
the game. 


REVOLUTION’ X 


Acclaim 
December 1995 
16 Megabits 


rocks 
on, even though 
they’ve been kid- 
naped right off the 
stage. But the show 
must go on, and 
who better to track 
them down through 
a hailstorm of lead 
than you? Well, 


Aerosmith 


maybe the FBI, but they don’t appreciate rockers the way that 
you do. So, taking the law into your own hands, you grab the 
nearest weapon and start blowing away everyone who looks 
like a fascist, anti-rock pig. This is the ultimate game for going 


postal. You shoot and then shoot some more. You also throw 
CDs and get items and power-ups. The biggest innovation in 
Revolution X, however, is not in the music or the amount of 
blood splashing from the hundreds of dispatched thugs. The 
big innovation comes from how the game scrolls automatical- 
ly, pulling you along as if you're on a theme park ride. Granted, 
you're shooting the whole time, but sometimes you're moving 
forward and other times you're moving sideways. At the end of 
the stage, you don’t move at all until you blow away some 
impossible guardian. This month, Nintendo Power gives you 
all the ammunition you'll need to rack up monster scores in 
Revolution X. 


@% Good graphics and music. True to the arcade, especially if you play 
it cranked. 


The riffs are repeated too often. Endless shooting without enough 
variety. 


SCOOBY DOO:MYSTERY ** 


Df 


2o PAS 
SSD (WORD 


Acclaim 
December 1995 
16 Megabits 


Company... 
Release Date 
Memory Size... 


Shaggy and Scooby Doo quiver and quake through a series of 
spooky mysteries with their friends Velma, Daphne and Freddy. 
If they're brave enough, players solve mysteries by finding vital 
clues scattered throughout the stage and returning them to 
Velma. When the heebie- 
jeebies strike, find 
Daphne and gulp down 
one of her spook-proof EARS G-ERUaT bere 
Scooby snacks for some 
instant courage. Unlike 
most games, Scooby and 
Shaggy don’t lose energy 
or health when struck by 
an enemy, they just lose 
courage on the Frightometer. In addition to finding clues, your 
bumbling heroes must gather up all the pieces that will be 
used in Freddy’s villain traps. You may also have to hunt down 
your friends when they are kidnapped by baddies. Although 
Scooby is played as a side-scrolling game, the layout of the 
areas includes passages 
that lead into the back- 
ground or foreground, 
giving the game an ele- 
ment of exploration. 
Scooby Doo fans, at 
least the younger ones, 
won't want to miss this 
month’s Scooby review. 


) Graphics really look like the cartoon. Some innovative game ideas. 
Passwords. 


i) Play control isn't sharp. Not very challenging. Definitely a game for 
younger players. 
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Company... 
Release Date 


Memory Size.......24 Megabits 


Can one of the most popular comic book 
heroes of the nineties make the leap to 
video games? You call it. 

Todd = McFarlane’s 
Spawn comes to 
electronic life in 
Acclaim’s Super NES 
game. Spawn_ bor- 
rows from both tour- 
nament fighting and 
scrolling street-fight- 
ing genres by com- 
bining a scrolling 
fight style of play with light and heavy kicks and punches, 
plus special moves. Cinema scenes between the action 
stages present a comic book tale of crime and danger in the 
Big Apple. Spawn takes his special brand of crime fighting 
to the thugs with a great assortment of moves, including 
slides, spins, drill kicks and blocks. 


+) Good graphics and lots of moves. 


In spite of all the moves, the game really doesn’t offer 
anything new or challenging. 


A puzzle blast that blows the top off of 
traditional Tetris. 


Think of Tetris Blast as a variation of the world’s best-selling 


puzzle game, Tetris. It’s just as good as Tetris, but it has an 
extra spark. In fact, it packs quite a bang. The small bombs 
implanted — within 
the tetrads fuse 
together when four 
of them are touch- 
ing, becoming a 
giant bomb. When a 
line is filled, the 
bombs in that line 
blow. If you have a 
giant bomb, it will 
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blow away tetrads on other lines, clearing more of your 
screen. The trick is to blow up huge chunks of your screen all 
at once. 


+) Excellent play. Two-player option. Very fun and very addictive. 


—) No two-player Super Game Boy option. 


WAR 2410 


Advanced Productions 
December 1995 
16 Megabits 


Company . 

Release Date.. 
WORD Memory Size. 
Command futuristic weapons in 25th 
Century warfare. 
Humanity is at war with an equally matched and determined 
empire of genetically perfect soldiers led by the Crome, Orcs 
and M.A.R.S. The genetically engineered troops stand poised 


to wipe out humanity, but there is hope, because you have 
been put in command of the human army. This strategy war 


game borrows heavily from hex-type games in which players 
move individual units around a map, looking for strategic 
advantages. In War 2410, players fight 20 battle scenarios in 
which each side has limited units. The road to victory lies in 
your ability to create 
mismatches between 
units and to bring your 
long-range guns into 
play effectively. As the 
game progresses, you'll 
be given new types of 
weapons with a variety 
of attributes. Terrain 


also plays a significant 
role. Each stage features a new map. Maps may contain cities, 
where your units can be repaired, mountains upon which 
your units may have a tactical advantage, deserts, forests, 
mine-fields, plains and so on. In some areas, you can build 
new units and later in 
the game, air units 
become available. War 
2410 isn’t for every- 
one, but if you like 
strategy games without 
having to worry about 
lots of details, War 
| 2410 may be the per- 
fect game for you. 


+) Simple rules of engagement and interesting tactics. 


—} Simple graphics. Slow battle animations. Scenarios develop slowly. 


SUPE 
LINK GAME BOY 


NINTENDO POWER 


changes color if you hit 
sounds as confusing 
as it can be to play, 
because the action 
speeds up quickly and 
you have to react 


a different colored block. Zoop 


12 Kilobits 


Puzzle action comes at you from every almost without think- 

side in Viacom's Zoop. ing. This month’s Take 

Zoop for Game Boy is essentially identical to the Super NES 2 Review has the full 

game except for the color and music. In Zoop, you control a scoop on Zoop. 

colored shooter piece in the center of the play field. 

Surrounding you on four sides are multi-colored blocks that +) A very challenging puzzle game. 


build stacks toward the center. You must shoot out the stacks 


i No learning curve between beginner and expert levels. 
using colored shots that match the blocks, but your shooter —) z ef p 
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@ BREATH OF FIRE II 

@ EARTHWORM JIM 2 34°45 41 39 w#KeKOw K-A_ ACTION 
@ FINAL FIGHT 3 3.9 3.1 3.3 4.0 T ACTION 
(FRANK THOMAS BIGHURT BASEBALL «2.9 3.43.1 3.1 0 K-A BASEBALL 
@ THE GETAWAY : ss 29 3.4 2.9 3.1 K-A PINBALL 
JIMMY HOUSTON’S BASS TOURNAMENT USA (3.0 3.0) 3.93.5 K-A FISHING 
@ MARK DAVIS’ THE FISHING MASTER 3.0 2.9 3.0 3.1 K-A_ FISHING 


WW) MUTANT CHRONICLES 3.8 3.4 3.3 3.3 Ox T ACTION 
c) PGA TOUR ‘96 26 29 2.6 3.0 K-A_ GOLF 

@ REVOLUTION X 3.8 3.4 3.0 3.0 16 ARCADE 
) SCOOBY DOO MYSTERY 3.6 3.3 3.4 3.1 * K-A ACTION 
@ SPAWN 3.5 3.2 3.4 3.2 -K-A_ ACTION 
@ TETRIS BLAST i 3.0 3.3 3.6 30 wxeOG** KA PUZZLE 


WAR 2410 3.0 3.0 3.5 3.5 K-A STRATEGY 
@ zoor me 2.8 3.1 3.3 3.2 K-A_ PUZZLE 


SYSTEM 
KEY 


PERSE f you like the same types of games as one of our 1OSA Ratings 
Power editors, then check for h of approval above. These Independant Software Assoc. ratings 


Adventures, Puzzles 


Terry (18+), NR=No Rating. 
Action, Sports, Fighting RPGs, Simulations, Sports the rating system, call 1-800- T3712. 


“ 


Soe 


THE INSIDE SOURGE ON FUTURE GAMES 


ega Man fans can start the party. Mega Man X3, once thought canceled by 

Capcom, will make its debut for the Super NES any day. In this round of 

robotic bedlam, X finds himself facing the Mavericks and Dr. Doppler’s 
reploids once more, but the Blue Bomber gets a helping hand from Zero. The biggest 
innovation in years for a Mega Man game gives players the option to switch between 
the two heroic fighters. That may not seem like such a giant leap for Mega Man kind, 
but consider that this series spans a dozen games on Nintendo systems including 
Super NES, NES and Game Boy. The presence of Zero isn’t the only thing to get 
excited about. Capcom bulked up this 16 megabit game with the use of its special 
C1 microchip just as it did with Mega Man X2 last year. The resulting graphics 
often go far beyond anything you’ve seen before in a Mega Man game. As always, 
the game play breaks down into blasting 
your way through one of eight stages, 
each ruled by a robotic guardian with a 
special attack and weapon. You can 
choose any of the eight stages to 
explore, but it helps to win certain 
weapons before tackling certain stages. 
The stages include construction sites, 
jungle, a futuristic city, a space port, a 
hydroelectric dam, a lab and a quarry. 
In a nice move on the part of Capcom, 
numerical passwords have replaced the symbols of older Mega Man games, 
so you can write them down easily. For action fans and Mega Man diehards, 
it doesn’t get much better than this, even if you have seen it before. 
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PGA curorcan Tour 


Jj 
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e far bank of the ri 
black lure looks 


reel, run, reel, run, reel. It 
ly fun in a mindless, fishy Bi 
but the game isn’t all here yet 
so we don’t want to make 
judgement. If any bass 
out there are worried 
is is a sign of the 
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EXCLUSIVE FIRST LOOK 


3-D TETRIS 


ne year ago during the Winter CES in Vegas, your intrepid 
Pak Watch reporter ran into Henk Rogers, president of 


Bullet-Proof Software of Japan and one of the leading fig- 
ures in bringing Tetris out of Russia to Nintendo. The discussion 
centered on Virtual Boy and how people perceive objects in three 
dimensions. Henk believed at the time that true 3-D puzzles might 
confuse players who tend to think strategically in two dimensions. 
Well, it seems that Henk managed to wrap his mind around the con- 
cept and get comfortable enough with it to develop 3-D Tetris. 
Imagine full, 3-D tetrad blocks dropping into a well. You see the 
shadow of the tetrad on the surfaces below, which helps you align 
the block so that it slips into an open space. When you fill an entire 


NINTENDO 
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easy 
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NEXT 


es 
Multiple modes of 3-D madness. 


layer, the layer drops away just like a row disappearing in the original game. 
Players may rotate the view to a perspective that they find comfortable and 
choose from several options including one game in which you replicate intri- 

cate shapes composed of tetrads. Tetris 


early 1996. 


awakened an entire population of Frevec a 
latent gamers who picked it up on | <0" 

Game Boy and haven't put it down yet. | scttiee| 
3-D Tetris could do the same thing on =——~— 
Virtual Boy. Nintendo of America plans 
to bring 3-D Tetris to the Virtual Boy in 


a ae eS 
The heart-warming story of a woman and 
her racoon. 


EXCLUSIVE BREAKING NEWS 
SOCCER ON THE NU 


E A Sports, the leading publishers of sports video 


games, has joined the Nintendo Ultra 64 
dream team. Nintendo and Electronic Arts 
jointly announced that EA will design a special 
version of FIFA SOCCER for Nintendo’s 64-bit 
super system. Our Pak Watch sources here at 
NOA report that early development on the 
game is dazzlingly realistic with excellent 
animation. Design specs call for hundreds of 
international teams and lightning fast action. The 
NU 64 controller should make the play control in 
this (and other sports games) the most realistic for 
any video game or computer system. According to AMS 
Larry Probst, chairman and CEO of Electronic Arts: ion of FIFA looked and played great, 
“Electronic Arts looks forward to breaking new ground in an Sslepeeig penicunss the 
sports video game realism by fully exploiting the Nintendo 
Ultra 64's capabilities and creating a version of FIFA Soccer 
that will make players feel like they have been transported to 
the center of the stadium.” Sounds good to us, but we'll have 
to wait until the 1996 holiday season for this title. 


you'll be one of the greatest swordsmen or sak 
CutThroat Island for Game Boy should reach store: 
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Catapult repo: 
Super NES X-Banders ans 
spending about half their 
time on KI. The Killer 
Tournament will last for two 
weeks with the winner taking 
home $500 dollars and a 
guest-of-honor spot on a live 
Nintendo Power Source audi- 
torium event coming up in 
1996. Now there are two reasons for 
you to get connected. 


NBA LIVE 

Super Game Boy isn’t always the answer. In the case of 
NBA LIVE ‘96 from Black Pearl, the Super Game Boy 
option looks terrif- 
ic, but the regular 
Game Boy option 
plays much better. 
The final version of 
the EA Sports title 
contains most of the 
features found in 
the Super NES game 
including Exhi 
mode, Season mode and Playoffs with all the NBA teams 
including the expansion Raptors and Grizzlies. Game 
options include substituting players and choosing offen- 
sive and defensive strategies and match-ups, plus a very 
cool coaching option. Even with all the excellent goodies, 
though, the Super Game Boy version is slow and has 
problems with the graphics breaking up. On Game Boy, 
the speed and graphics seem to have fewer problems and 
you still have all the great play options. 


It seems that several titles from Titus will make it to 
market this month after lengthy delays. Our sources at 
Titus told Pak Watch that an infusion of cash and a new 


(to) NINTENDO POWER 


reigns of Titus in the States. 


Hoe owd tao 


commitment to the American 
marketplace have been 

ii made by the parent compa- 
] ny in France. As a result, 
Prehistorik Man, Ardy 
= Lightfoot and Sink Or Swim 

will be released beginning in January. Much of the 
change has to do with Joe Morici, formerly the president 
of Capcom USA, who was 
brought on as a consultant 
and who may take over the 


TILL pgs qu 
> I 


‘The three games to be 
ed have been covered 
in Power and all 


are solid Super NES games. Prehistorik Beas 


| Redmond and Ardy Lightfoot 
has good graphics and play 
control. Sink Or Swim 
ines platform action 


Watch learned that The Lost Vikings II ha: 
The sequel to the inventive Super NES game 
Vikings, was received at NOA several months 
approval, but Interplay hasn’t ordered productio 
yet. What gives? 
Marketing strategy. 
Interplay wants to 
introduce The Lost 
Vikings II on several 
platforms all at 
once. So, even 
though the Super 
NES version is fin- 
ished already, fans 
will have to wait until later in 1996 for the release of the 
game, 


Acclaim has buried treasure somewhere in the Florida 
Keys and you could be the swashbuckling hero to dig it 
up. The Cutthroat Island sweepstakes challenges players 
to find five treasure chest symbols in the game. If you find 
the symbols, you'll reach a secret screen containing three 
questions about the game. To enter the contest you must 
answer the questions on the entry form (found in the 
manual) and send them into Acclaim. The grand prize 
winner and a guest will sail the Keys in a treasure hunting 
ship, discovering pirate booty and gold. Sound good? 
Nintendo Power can help. We'll cover Cutthroat Island 


Interactive means that 
Game Boy later this year. 


In November of 1995, endo set a milestone (or per- 
haps it should be called a billion milestone) when it 
shipped its one billionth Game Pak. The one billionth Pak 
met the media at Nintendo’s North Bend, Washington 
warehouse where product is shipped out to retailers 
around the country. If you want a stupid numerical 
comparison, assume that the average Nintendo game 
takes four hours to play (which is way short) then it 


‘ould take more than six hundred eight-four thousand 
ars to play one billion games. Mind you, that’s not 


BASS MASTER Il 
CUTTHROAT ISLAND 
GARGOYLES 

THE LOST VIKINGS II 
MAUI MALLARD 
MEGA MAN X3 
OLYMPICS 

PGA EUROPEAN TOUR 
PINNOCHIO 
POCAHONTAS 
ROAD RASH 

SUPER MARIO RPG 


MIGHTY MORPHIN POWER RANGERS 
NESTER’S FUNKY BOWLING 

3-D TETRIS 

VIRTUAL FISHING 


NBA LIVE '96 
NHL ’96 
POCAHONTAS 
TOY STORY 


SPRING ‘96 
WINTER '96 
WINTER '96 

FALL ’96 
SPRING ’96 
WINTER "96 
SPRING ‘96 
WINTER '96 
SPRING '96 
SPRING '96 
SPRING '96 
SPRING '96 


WINTER '96 
WINTER ’96 
WINTER '96 
WINTER '96 


WINTER '96 
WINTER '96 
WINTER '96 
WINTER '96 
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5 Winners 
Exclusive Power 


Press Kits 4 | 


Review the hottest news, the raw data, all the 
information. Know the whole story behind the 
latest developments in electronic entertainment 
from the Power editors perspective. Plus, pick 
up a few grab bag goodies we can’t even 
mention yet... 


50 WINNERS a 
Nintendo | 
Power .__ \ 
T-shirts ~ \ 


Look like an s ¢ 
industry insider! : 


To enter, either fill out\the Player's Poll 
fesponse\card) of, print your name, 
‘address, telephone number, Vol. 80) 
‘and’ the answer to, the /trivia question 
on a plain 3 1/2” x 5° card, Mail your 
entry‘to this address; 


One entry-per person, please.\All entries 
must be) postmarked yna) later | than 
February 1, 1996. We are notresponsible 
for lost or misdirected mail: 

On or about’'February 15, 1996, winners 
will be'randomly drawn from| among all 
eligible ‘entries. By accepting their 
prizes, Winners ‘consent to, the use’ of 
theit names, photographs, or other like- 
nesses for! the \purpose, of, advertise- 
ments, or promotions on ‘behalf, of 
“Nintendo Power’ magazine or Nintendo 
of Ameri¢a Inc. (NOA) withoat further 
‘compensation, Prizes are limitedyto one 


~ ‘per, household) Chances! of winning are 


determined by the total number, of 
entries received. The ‘ratio of prizes to 
entry cards distributed is 56:1,000,000. 
No substitution, of prizes is permitted. 
All prizes will be awarded. To receive a 
list of winners, which will be available 
after February 29, 1996,0send ‘your 
requestito the address.above, 

GRAND PRIZE; The Grand Prize Winner 
will win /@ trip tothe \1996 Electronic 
Entertainment Expo on, in Los Angeles, 
California. If\under 18, the winner must 
be accompanied by a parent or guardian. 
Included in, the prize are round-trip air- 
fare, hotel accommodations, E3 passes. 
for two, and an escorted floor tour. The 
winner must provide aywritten release to 
NOA, Estimated total value of all prizes 
is $5,000. Exact date of the trip is sub- 
ject, to determination by NOA. Some 
restrictions apply. Valid only in the U.S, 
and Canada. Void where’ prohibited by 
law, Not open'to employees of NOA, its 
Affiliates, agencies or theirjimmediate 
families, This contest is, subject, to) all 
federal, \state and local laws jand 


regulations. 
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Coming Next Issue........ 


Volume 81, February 1996 


The mighty Mega Man returns for another riveting story of mechanized mayhem in 


Mega Man X. Read about Zero. the Blue Bomber'’s new partner in the February 


issue of Nintendo Power Magazine. 


‘Super NES 38. Final Fantasy i 
39, Final Fantasy Il 
1, Addams Famity Values 40, Final Fight 3 
2. The Adventures of Batman & Robin At Frank Thomas: Big Hur’ Baseball 
3. Aerobie Supersonic 42. Gargoyles 
4. AAAHAI Real Monsters 43, Godails: Destroy All Monsters 
5. Animaniacs 44, Gridiron Giory 
6. Bass Masters Classic 45, Home Improvement 
7. Bassi's Black Bass with Hank 46; ilusionof Gaia 
Parker 47, Indiana Jones Greatest Adventures 
8, Batman Forever 48, Judge Dredd 
8. Big Sky Trooper 49. Jungle Strike 
10, Blackthorne 50, Jurassic Park 2 
1 Boogerman 
12. Breath of Fire2 
18. Brett Hull Hockey 95 
14, Bruta:Paws of Fury 
1. Bust AMove 
1. Castlevania Dracula X 
V7. Chrono Tigger 
18 Gviization 
19, Cutthroatistand 
20, Demolition Man 
2 Demon's Crest 
22 Dirt Tax FX 
23, Disney's Aladin 
24, Donkey Kong Country 
25. Donkey Kong Country 2: Diddy's Kong 
Quest 
26. Doom 
21. Doom Troopers 
28, Dragon: The Bruce Loe Story 
28, Dragon View 
30, Drop Zone 
31 EarthBound 
32, Earthworm Jim 
33, Earthworm Jim2 
‘34, Ermitt Smith Football 
35, Fatal Fury Special 
236. FIFA International Soccer 
37. FFA International Soccer 96 


5, Justice League Task Force 

52. Ken Griffey Jr Presonts: MLB 

Kile Instinet 

54. King Arthur & The Knights of 
Justice 

56, Kirby's Dream Course 

56. The Legend of Zelda: ALink to the 
Past 
|, Lomimings 2 

458, The Lion King 

59, Looney Tunes B-ball 

60, MLBPresents Ken Gey Wiring 


un 
6. Maddon NFL'96 
52. Merio Paint 

63. The Mask 

64, Mechwarrior 3050 
65, Mega Man 


‘68. Mega Man 7 

£69. Metal Warriors, 

70. Mickey Mania 

7). Might & Magic i: Isles of Terra 

72 Mighty Marin Power Ranger: The 
avi 

73 Mortal Kombat 

74, Mortal Kombat 
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75. Mortal Kombat 3 

76, NBAGive ‘nGo 

77; NBA Jam 

78. NBA Jam Tournament Edition 

79, NBALLive 95. 

80, NBALLive 96 

81 NFL Quarterback Club ‘96 

82. NHL 95 

83, NHL 96 

£84, NHL Stanley Cup 

85, Ninja Gaiden Trilogy 

86, Nosferatu 

87, Ogre Battle 

88, The Phantom 2040 

89, Pitfall: he Mayan Adventure 

90, Pocahontas 

1 Primal Rage 

82. Revolution X 

93, RoboTrek 

4, Romance of the Three Kingdoms 
Wall of Fire 

96, Samurai Shodown 

86. Scooby Doo Mystery 

97, Secret of Evermore 

98, Seoret of Mana 

99, SimCity 

100. Spawn 

1OL. Spider-Man & Venom in Maximum 
Carnage 

102. Spider-Man:The Animated Series 

103: StarTrek: Deep Space Nine 

108, Star Trek: Star Fleot Academy 

105. Star Fox 

106, StarGate 

107. Street Fighter Turbo 

108, Stunt Race FX 

108. Super Bomberman 2 

N10 Super Mario All-Stars 

TH Super Mario Kart 

112! Super Mario World2: Yosh’ Island 

13: Super Metroid 


114. Super Punch-Outl 
M15. Super RB. Baseball 

116, Super Return ofthe Jedi 
17, Super Street Fighter I 
18, Swat Kats 

19. Syndicate 

120. Teemo Secret ofthe: 


3 
{21 Tecmo Super Bow! Ii Final Edition, 


122. Tetris & Or, Mario 
123-Tiny Toomss Wacky Sports 
124, Top Gear 3000 

15. Toy Story 

126 TrueLies 


127, Uncharted Waters New Horizons 


128, Uniracers 

129. Urban Strike 
130, War 2410 

131, Waterworld 
182. Wario's Woods 


133. Wayne Gretzky and the NHLPA All- 


Stars 
134, Weaponkord 


139. WWE Wrestlemania: The Arcade 


me 
140. X-Men: Mutant Apocalypse 
181 Zoo. 


Game Boy 


442. Aladdin 
143. Alien Games 
148, Animaniacs 


145. Asteroids/Missile Command 
146, Batman: The Animated Series 


147, Casino Funpak 
148, Centipede Mlipede 


« 
Yeehaw! The box office hit of the season 
is a stellar smash on the Super NES. Check 
out the stunning graphics in Disney 
Interactive's Toy Story, a game destined 
to one of your favorites. 


NESTERZ 


FUNKY BO 


Take a pinhead bowling. Nester’s bi 

a funky bowling feature. Volume 81 
reviews a cool bowling game that has 
everything except stinky bowling shoes. 


pie 2 


Back in Cranky’s day, games didn’t have 
codes, but that was before Nintendo 
Power. Next month's issue lets you go 
bananas and monkey around with some 
cool codes for Donkey Kong Country 2: 
Diddy's Kong Quest. 


149. Contra: The Alien Wars 

180. Cutthroatlsiand. 

151 Defender/ Joust 

152. Desert Strike 

4153, Donkey Kong 

14. Donkey Kong Land 

155. Dr. Mario 

188. Earthworm Jim 

187, FIFA Soccer 96 

158, Foreman for Real 

189. Frank Thomas Big Hurt Baseball 

160. Galaga/Galaxian 

aN eo 

162. J 

163. Jungle Strike 

64, Jurassic Park 2 

165. Killer instinct 

166. Kirby's Dream Land 

167-Kirby's Dream Land 2 

168. Kirby's Pinball Land 

189, The Legend of Zelda: Link's 
Awakenin 

170. The Lion King 

71 Madden 96 

172. Mario's Picross 

173. Mega Man V 

174, Metroid I:Return of Samus 

175, Mortal Kombat 

116. Mortal Kombat 3 

177. NBA Jam, 

178, NBA Jam Tournament Edition 

179, NBA Live 98 

180, NHL Hockey ‘95 

181 NHL 96 

182 PGA Tour Invitational 

183, Primal Rage. 

184, Super Return of the Jed 

185. Samurai Shodown 

186. Shag Fu 

187. Space invaders 

188. Star Trek: Generations 


189. Street Fighter 
180. Super Mario Land. 

1. Super Mario Land 2.6 Golden Coins 
192. Totris 

193, Tetris Blast 

194, Tetris2 

195, Tue Lies 

196, Vegas Stakes 

197, Wario Blast 

198. Wario Land: Super Mario Land'3 
199. WWFRaw 

200. Zo0p 


Virtual Boy 


201. Galactic Pinball 
202. Golf 

203, Jack Bros. 

204, MarioClash 

208, Mario's Tennis 

206. Mighty Morphin Power Rangers 
207. Nesters Funky Bowing 

208, Panic Bomber VB 

208, Red Alarm 

210. TeloroBoxer 

2. 3-0 Tetris 

212 Vertical Force 

213. Virtual League Baseball 

214, Wario Land 

216: Waterworld 


OtherPicks 


216. Crus USA (NU 64) 
217. Doom {NU 64) 

218. Killer Instinct (N64) 

219, Nintendo Ultra 64 

220. Super Mario RPG (Super NES) 
221. Virtual Boy 


DumCowGame (No MSG) 

Cut out the markers and board, and find some dice, Up ta 
along the path to reach the old cow sheds 

Start with your marker off the board, 

board as one. If you land on Ps) 

sare 2 


Jim Flipper 

This game can be played alone, or with up to four players. Shuffle andl pian 
25 cards face down. Flip two per turn, removing any matching pairs fromthe 
board. If they’re not a match, flip ‘em back over. If you're unl pe enough fo flip 


the Psy-crow card, you lose two of your matches. The flipper with the most 
matches wins! If playing alone, count how many turns it takes you to clear the 
board: under 20 = Genius, 20. retty Darn Good, 30 or more, concentrate 
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BACK ISSUES 


These Nintendo Power issues are available individually. Add 
them to your collection! They contain these exciting reviews: 


Volume 64 (Sept. '94): Mortal Kombat II, Super 
Bomberman 2, Pocky & Rocky 2, Blackthorne, Acrobiz 
Supersonic, Vortex, Shein’s Revenge, Taz-Mania (Game Boy), 
The Making of Donkey Kong Country, Killer Instinet 
Preview. 

Volume 65 (Oct. '94): Super Punch Out! Final Fantasy HI, 
Maximum Carnage, Mighty Morphin Power Rangers (Super 
NES), Pac Man 2, Illusion of Gaia, Brain Lord, Mega Man V 
(Game Boy), Mortal Kombat I (Game Boy), Yogi's Gold 
Rush, Donkey Kong Country preview, Cruisin USA preview 
Volume 66 (Nov. '94): Donkey Kong County, Sparkster, 
Earthworm Jim, Final Fantasy II, Indiana Jones Greatest 
Adventures, Super Adventure Island II, Wild Snake, Contra 
The Alien Wars (Game Boy), Killer Instinct preview, Mortal 
Kombat Il codes, 

Volume 67 (Dec. '94): Demon's Crest, Earthworm Jim, Zero 
the Kamikaze Squirrel, Super Return of the Jedi, Uniracers, 
Tin Star, Wario's Woods (NES), Samurai Shodown (Game 
Boy), Wario Blast (Game Boy), Casino Funpack (Game Boy) 
Volume 68 (Jan. '95): The Lion King, Robowek, The 
Adventures of Batman & Robin, Pitfall: The Mayan 
Adventure, Street Racer, Star Trek: Starfleet Academy, 
Animaniacs, NBA Jam (Game Boy), Daffy Duck: The Marvin 
Missions, Madden’95 (Game Boy), 


Volume 69 (Feb. '95): Mega Man X2, Kirby's Dream 
Course, The Lion King (Part 2), Sports Scene, Wolverin 
seaQuest DSV, Desert Surike: Return to the Gulf Game Boy), 
Super Punch Out!, Donkey Kong Land preview 


Volume 70 (Mar. '95): NBA Jam Tournament Edition, 
speedy Gonzalez, Tetris & Dr: Mario, 
agane, The Incredible Hulk, Bubsy I, King Arthur & The 
ghts of Justice preview, EarthBound preview: 

Volume 71 (April. '95): StarGate, Spider-Man: The 
Animated Series, Addams Family Values, The Lion King 
Sports Scene, Mario's Picross, NBA Jam Code Special, Latest 
Newson the Ultra 64, Banana Bucks, Secret of Evermore 
Volume 72 (May. '95): Kirby's Dream Land 2, True Lies, 
Justice League Task Force, The Flintstones, Warlock, Porky 
Pig’s Haunted Holiday, Fatal Fury Special, PGA European 
‘Tour, Mortal Kombat IIT Sneak Preview, X-Band Modem, 
Nintendo Power Online, 
Volume 73 (June. '95): Weapontord, EarthBound, Star 
Trek: Deep Space Nine, Dirt Trax FX, Super Turrican 2 
Prehistorik Man, Jungle Strike, Rise of the Phoenix, Super 
NES Killer Instinct Sneak Preview, Virtual Boy, Life Fitness, 
Ulta 64 revealed. 
Volume 74 (July. '95): Donkey Kong Land, Judge Dredd, 
Nosferatu, Jungle Strike, Animaniacs, Power Instinct, 
SWAT Kats, Power Rangers-The Movie, World Heroes 
2 Jet, E3 Report, ACM Programming, Sports Scene, RPGs 
in Japan. 
Volume 75 (Aug. '95): Virtual Boy Special, Mario's Tennis, 
Galactic Pinball, Teleroboxer, Mario Clash, Yoshi’ Islanc 
Super Mario World 2,Street Fighter H, Phantom 2040, Ninja 
Gaiden Trilogy, Judge Dredd, Arcade Classies, Earthworm 
Jim, Chrono Tri ecret of the Stars, Digipen Game 
Programming College 
Volume 76 (Sept. '95): Killer Instinct, Doom, Red Alarm, 
VBGolf, Castlevania: Dracula X, The Mask, Dragon: The 
Bruce Lee Story, Galaga /Galaxian, Donkey Kong Land 
The Syndicate, Chrono Trigger, Romance of the Three 
Kingdoms IV, H. Lincoln & M. Arakawa profile 
Volume 77 (Oct. '95): Super Mario World 2: Yoshi's Island. 
sauman Forever, Primal Rage, AAAHHt! Real Monsters 
Mega Man 7, Vertical Fore i¢ Bomber, Aladdin (Game 
Boy), Civilization, Secret of Evermore, Super Mario RP 
preview, Sports Scene. 
Volume 78 (Nov. '95): Mortal Kombat 3,Spiderma 
Venom: Separation Anxiety, Big Sky Trooper 
Zoop, Waterworld for Virtual Boy, Virtual Le 
Killer Instinct, Super Return of the Jedi, Defender /Joust 
Wizard's Realm, Secret of Evermore, Anniversary 
Celebration, Sports Scene. 
Volume 79 (Dec. '95): Donkey Kong Country 2: Diddy’ Kong 
Quest, Virtual Boy Wario Land, Waterworld, Sports Scene 
WWF WrestleMania: The Arcade Game, Vegas Stakes for Game 
Box, Mortal Kombat 3, Mech warrior 3050, Urban Strike 

sshinkai Preview, Secret of Evermore, PLO. IL 


Use the Back Issue/Tip Book Order Form in this issue to 
order past Nintendo Power issues and books, or call our 
Consumer Service department at 1-800-255-3700 to 
order by phone with Visa or MasterCard. 


Yosher’s smilin’ cause 
you're stylin’. 


can purchase items from a Super 
Power Supplies Catalog. Only Nintendo Power magazine sub- 
scribers receive this treasured tome, packed with exclusive, 
cutting-edge merchandise you won't see ina store. The kind of 
stuff everyone wants, but nobody can 


A collectors item. A limited production of 


1,000 hand numbered and hand assembled cels are available. 


Design available 
on T-Shirt also. 


Our goal is to try and preserve classic videogame magazines 
from years gone by before they are lost forever. 


Thanks goes out to all the people who make this possible. 
From the original editors and writers, 
to everyone involved in acquiring and digitizing these magazines. 


People interested in helping us out, in whatever way possible. 
Either by donating classic magazines, scanning, editing or distributing them, 
visit us at http://www.retromags.com 


We are only interested in preserving classic magazines 
that are at least 5 years out of print. 


We have no desire or intention to profit from these in any way. 
So please, if you come across people trying to sell these releases, don't support them! 


Thank You and ENJOY! 
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